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TIGER ROAD™ 

[| will Ik no mean task to defeat the evil 
ninioasof Ryu Kan Oh in this exciting 
martial arts arcade adventure. 



HEROES Or THE LANCE™ 

Heroes of the Lance is full of arcade 
style action with just a hint of strategy 
and will truly appeal to the arcade game 
pkyor. 



CALIFORNIA GAMES™ 

Now the Summer will surely last forever 
with this exciting collection of West 
Coast sports, 
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OUTRUN™ 

Experience the exhilaration and 
excitement of driving a high 
performance sports car in this teasing 
time triaL 



THE GAMES -WINTER EDITION™ 

If you thought the Games series from 
Epyx could not get any better - look out 
for the Games -Winter Edition - you'll 
be amaze d. 
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18 BARBARIAN II 

Drax is back and badder than before... Palace Software's sequel to their brilliant blood-thirsty beat em up of 
last year is even bloodier and better, 
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What's new in the wacky world 
of computer games software, 
Including Acti vision's conver- 
sion of Sega s Afterburner, Fire- 
bird's aptly named Weird 
Dream. s „ and some long-awaited 
coin-op conversions from I lite. 

REVIEWS 

A further 45 fact-filled page*.,. 


Albedo (Lor id els) 

Barbarian II (Palace Software) 

Battle Chess (Electronic Am) 

Bombuzal (Image Works) 

Cyber no id (Hewson) 

Daley Thompson's Olympic 

Challenge (Ocean) 

Driller (Incentive) 

Elite (Firebird) 

Fernandez Must Die (Image 
Works) 

Fusion (Electronic Arts) 
Game Over II (Dinamic) 
Nebulus (Hewson) 
Offshore Warrior (Titus) 
Rocket Ranger (Mirrorsoft/ 

Cinema ware) 
SDI (Acti vision) 

Shoot 'Em Up Construction Kit 

(Outlaw) 

Space ftacer (Loridels) 
Speedball (Image Works) 


68 BATTLE CHESS 

Oh no, not another Chess game... Wait a minute - are those 
pieces alive? Uh-huh. Did that King really shoot a Bishop with 
357 Magnum? He did!... A wonderful new approach to the 
age-old sport, courtesy of Bards TaJe authors Interplay. 






TIPS 


in response to the Players Guide 
in the first issue there are some 
more Virus hints, plus extra help 
with Rain bird' s Carrier Command, 
and a host of other helpful odds 
and sods. 

PLAY GUIDE 

Steve Jarratt heads an assorted 
cast of games players to bring 
you a complete Players Guide 
to Rainbtrd's Starglider II. 



DEMOS 


This month it's ST and Amiga 
music which catches Gary Whit- 
ta + s eye (?), in particular an 
impressive never-ending remix 
of Pump Up The Volume, 

ARCADES 

Julian Rignall goes up, up and 
away with Tatto's Superman, 
finds Irem's Ninja Spiric is a cut 
above the rest, and thrills to the 
high speed driving spills of Chase 
HQ. 

FEATURE 

Getting Interactive... with CDI 
and in particular DVL Will they 
make today's best sellers look 
like Pong? Cine ma ware seem to 
think so, and they weren't jok- 
ing... 
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72 ROCKET RANGER 

Interactive movie producers Gnemaware have excel- 
led themselves with their latest production - an 
engrossing piece of binary fiction based on the 1 940s 
Saturday morning cinema serial, King Of The Rocket 
Men. 



34 SPEEDBALL 

The Bitmap Brothers' dazzling debut, Xenon, caused 
a stir when it appeared last year from Melbourne 
House, Their second release, this time for Image 
Works, is even better - and it's nothing like its 
forerunner. 



90 SDI 

The second game of this name to hit the 16-bit machines - only this time around it's a classy Activision 
conversion from one of Sega's lesser known coin-ops. 


WHO'S WHO 


CHRIS JENKINS 

Mr Music is usually found 
between the pages of sis- 
ter publication Sinclair 
User, but he does possess 
an ST (at tiroes it seems 
to possess him) and en- 
joys a good game or two 
- Itke Rainbird's Carrier 
Command* 

GARY PENN 

The editor of this illust- 
rious organ, Mr Peon 
reckons he know his on- 
ions. He (Ikes almost ev- 
erything and anything, 
which seems terribly 
non-committal but that's 
just the kind of guy he is. 

JULIAN RIGNALL 

The spiky haired erstwhi- 
Ift ZZAP! editor has his 
£^ roots burrowing even 
deeper into C4 VG's soil, 
which is why this will 
probably be the last time 
you read his words of 
wisdom in The One, 

PHIL SOUTH 

Or Snout as he's known 
to ...er, people who know 
him.,, has worked on an 
assortment of publica- 
tion*, over the years, in- 
cluding Your Sinclair and 
Your Amiga* He's owned 
an Amiga for absolutely 
yonks and reckons he 
knows more than too 
much when it comes to 
games. And who are we 
to disagree 

GARY WHITTA 

The fresh-faced Ching- 
ford lad has recently 
found himself hooked on 
Image Works' Speedball in 
a big way and enjoys no- 
thing more than beating 
nur Ad Manager, Scrivo... 
at Speedball that i$. But 
when he's not dishing out 
humiliation in large doses 
he's ever the likely lad, 
and with a vast know- 
ledge of computer games 
bursting to get out t our 
Gaz is sure to please. 


We/come to the second 
issue of The One. 

)- ust in case you missed the first issue(or you couldn't be 
bothered to read page six), here's a brief explanation as 
to what it's .ill about... 
The One is an authoritative monthly guide to 16-bit 
games and beyond. As an ST or Amiga owner you are at 
the forefront of new technology where games playing is" 
concerned, and we hope to provide as much relevant 
information as possible, including tips and chats with the 
faces behind the games. Reviews invariably occupy two or 
more pages and follow what we feel is an easily digested 
format that works (ike this.,. Imagine we receive an ST and 
Amiga version of a game - say. Image Works' Speedball. 
An ST game player reviews the ST version and an Amiga 
games player reviews the Commodore version. It's the 
same game in both instances - slightly different execution 
perhaps, but we're talking game design here. This cross- 
over forms the main chunk of the review, providing 
sufficient information for both ST and Amiga owners alike. 
The machine specific comments are used to highlight the 
game's good and bad points and also any differences. Even 
if there are no rating available for your machine, at least 
you have an incredibly in-depth preview to digest 

When The One was being designed we decided chat 
it was important to keep everything simple, no 
pretentions, no bull, and that includes the ratings, There 
are five straightforward categories rated with percentages 
for flexibility. GRAPHICS and SOUND reflect more than 
just quality of aesthetics, taking into consideration how 
well, say, animation, music and sound effects are used, 
PLAY ABILITY is to let you know bow accessible and 
enjoyable a game is to play, while the potential lasting 
value is considered with VALUE. OVERALL provides an 
instant comparison rating, and is basically what it says: an 
overall opinion. We take S0% as a very strict average, 
with anything good falling around the 60% mark, very 
good 70%, great 80% and brilliant 90% or so upwards, 
We try not to skimp where playing tips are concerned 
either. Each month we will feature a complete players 
guide to a game that we feel is worthy of such attention. 
Last month we had a four page pull-out on Virus, and this 
month it's the turn of Star-glider II. Like the reviews, we 
want to get across the feel of a game by using illustrations 
and captions. Other, less involved tips are also provided, 

The mail has been flooding in thick and fast, all of it 
extremely complementary about Issue Qpe, and all 
gratefully received. Rather than fill a page or two with said 


STEVE JARRATT 

This erst white ZZAPj and 
CRASH chap also has gal- 
lons of games playing and 
reviewing experience, 
Steve has recently passed 
on to Commodore User 1 
but still finds the time to 
write ST reviews for his 
favourite computer 
magazine. 


PAUL 

BOUGHTON 

One-time Deputy Editor 
for Computer + Video 
Games, young Paul has 
years of games playing 
experience under his 
belt* Mr B likes plenty of 
action, but certainly isn't 
adverse to using his nod- 
dle where necessary. 



praise, I thought it best to pick out a few extracts, mainly 
queries.., 

Marc Foreman of Al wood ley, Leeds has decided to 
upgrade to an Amiga "on the impressive strength of your 
first issue .. ." and wants to know whether C64 joysticks 
can be used. Yes they can, Mr F Marc goes on to ask 
whether we could mention in reviews from which version 
the screenshots are taken. Well, we won't be machine 
specific when versions of a game look identical, but we 
will certainly let you know when there are any major 
difference. 

Mr V Sonvico of Hanwell hopes that we "don't get 
into any petty discussions about which machine is 
better - the Atari ST or Commodore Amiga." Rest 
assured we won 't. The advantages and disadvantages are 
obvious to owners of each machine. 

'Will you be featuring ST and Amiga charts/' asks 
Jeremy Tutt of Longthorpc, Peterborough. We shall 
indeed, as of next month. . 

AB Mete hick of Sheffield found a bug in the Fusion 
demo on Issue One's cover disk. "When the 
Assault Crawler is hit by two or more aliens at the same 
time, the screen goes black and the soundtrack continues 
to play but you can't... I can't say I've heard of this before - 
anyone else with a similar problem? 

C O'Brien of Warrington in Cheshire wants a full 
colour magazine, a bigger arcade section, more tips, 
and would appreciate us being more machine specific 
where news and screenshots are concerned. Fair enough, 
C, but believe it or not, colour costs - a lot. The size of 
the arcade section depends on the quantity of releases 
during that month, and we can only really print as many 
tips as we receive. You can assume that unless stated 
otherwise, games will be appearing on both ST and Amiga. 

Back to the cover disk... Ian Coffin from Peachaven in 
East Sussex enjoyed the Nebulus demo immensely, 
and wants to know whether anyone can topple the tower 
in less than one minute and 23 seconds. Any offers? N 
Woollacott of Brackley in Northants on the other hand, is 
struck and in desperate need of some help 

Kev Buchanan of Derby wrote to say how impressed he 
was with the first issue, but more so it seems by the fact 
that he was able to remove the disk without ripping the 
cover. You Ye not alone^tbcre, Kev... 


* ' \A/ here s the ^venture column?"' Asks Paul Smith 
T V from Bath, Pm afraid there isn't one, is the 
answer. Well that's a slight fib - adventure games will be 
treated in much the same way as arcade games, only with a 
more refined approach and specialist ratings. Check out 
the review of Fish in the next issue, Paul, 

And finally. Reuben Wilkinson of Little Hadham in 
Herefordshire wonders if we will be updating 
reviews as and when other versions are available. Fear not, 
Reuben - we most certainly will be providing updates ... 
just take a look at this issue. 

Keep up the response, and remember: It's up to you to 
help us to help you get the most out of what is essentially 
your magazine Enjoy this issue, and see you next month,.. 






AFTERB 


ACTIVISION'S 
conversion of the 
smash Sega game After- 
burner arguably one of 
the best- known (and most 
successful) coin-ops of all 
time* is nearing comple- 
tion . Work has been 
going on for over six 
months, and now only the 
inclusion of music and the 
ironing-out of bugs re- 
mains. As mentioned in 
the last issue, the conver- 
sion work is in the very 
capable hands of Jci San 
and his Argonaut prog- 
ramming team, who were 
responsible for the excel- 
lent Stargiider and 
Star glider II 

Afterburner is an ae- 
rial shoot "em up based 
around the F-14 Tomcat 
(the planes used in the 
film Top Gun), boasting 
some of the most specta- 
cular graphics and sound 
ever seen in the arcades. 
Afterburner's technical 
specification is awesome... 
The arcade machine re- 
quires two 1 6- bit proces- 
sors to generate the ex- 
hilarating sensation of 
high-speed dogfighting, 
and the entire game takes 
up over three Megabytes 
of memory! Despite this, 
Jez is confident that the 
finished ST and Amiga 
versions will be as close to 
the arcade original as the 
machines will allow. Of 
course there's no way 
chat the conversions will 
be 100% perfect (even 
the ST and Amiga have 
their limits), but from the 


► 


Prepare for 
high speed 
aerial combat... a squad 
ron of enemy fighters 
looms in from behind in 
the 16-bit conversion of 
Afterburner. Hang or> to 
your hats - there's a re- 
view next month. 




first saw it that they first 
saw it that they ordered a 
conversion to the PC, so 
that too is now well and 
truly in the pipeline. 

Speed is of the essence 
in Afterburner, and the 
Argonauts believe thai, 
thanks to the use of some 
new programming techni- 
ques, they can capture the 
high-speed thrills and 
spills of the original. All of 
the eoin-op's original Fea- 
tures have been included. 


such as refuelling, the 
take-off from the aircraft 
carrier and the missile 
lock-on system, and only a 
few more routines need 
to be added before the 
whole project is complete* 
and ready for review in 
our next issue. Afterbur- 
ner will be launched on 
the ST around Christmas 
time at £24.99, with Ami- 
ga and PC versions to 
follow in the new year at 


the same price. 

ver six months in the making. Argonaut 
Software's conversion of Afterburner for 
Media genie is looking surprisingly good, complete with 
fast graphics and excellent soundtrack. 


■hank you 
and good- 
night! Your fighter bites"* 
the dust after losing a 
furious head to head con- 
frontation on Level Nine* 
Thanks to some neat 
programming techni- 
ques. Argonaut are confi- 
dent of capturing the ori- 
ginal's playabiiity* 

demos we've seen so far 
it looks like it could well 
turn out to be a more 
accurate conversion than 
anybody would have ex- 
pected. Sega were repu- 
tedly so pleased with the 
conversion when they 




ELP ME MAKE IT THROUGH TH 


Nor many people 
know this, but EV- 
ERY right you tuck your- 
self up in bed and drift 
into the land of slumber, 
you dream. The reason 
you don't chink you do is 
that you only remember 
the really weird ones in 
the morning. And that's 
what ftainbird s latest re- 
lease is all about, Weird 
Dreams is, believe it or 
not, a nightmare simula- 
tion. Developed under 
the rather long-winded 
name of Doctor, I think 
I'm having These 
Weird Dreams, the 
game casts you in the role 
of a mortally ill hospital 
patient. Complex surgery 
is the only way your life 
can be saved, and so you 
are wheeled, semi- 
conscious, into the oper- 
ating theatre. As you fall 
under the influence of the 
anaesthetic, your sense 
reel and you begin to float 
into your own mind, a 
mind infested by all man- 
ner of nightmarish fanta- 
sies. Unless you can defeat 
the demonic monsters 
that threaten you in your 
mind, you won't recover 



Wi 


'atch that 
ball care- 
fully. It may have a nasty 
surprise in store for you. 


from the operation and 
will be trapped forever in 
your own warped mind. 
Nasty, 

Your nightmare begins, 
strangely enough, inside 
the hall of mirrors at an 
imaginary fairground. 
From here you can 'warp' 
to and from your different 
fantasies, each one posing 
it's own particular prob- 
lem. The aim of the game 
is to collect orbs (four in 
total) which you can use 
to escape from your 
dreams, The problems 
arise when you realise 
that a series of peculiar 
puzzles must be solved 

n ^BB^' ^^hat wasp 
I holds an 
all -important magic orb. 
Now, how do you get him 
to drop it? 



before each orb can be 
collected. 

Naturally the game is of 
a pretty weird nature. It's 
presented in a similar way 
to the ageing 8- bit classic 
Frankie Goes To Holly- 
wood. Dressed in your 
hospital pyjamas, your on- 
screen a Iter- ego is taken 
through a series of scroll- 
ing screens on your quest 



for orbs. Your weird 
dreams contain such odi- 
ties as fish that fly in shoals 
over barren desert land- 
scapes, mutant man-eating 
footballs and ravenous 
sets of giant gnashers, su- 
perbly animated in Terry 
Gilliam style. And that's 
not all. At certain points 
in the game you're given a 
choice of doors to prog- 
ress to the next section of 
the game. Choose the 
wrong one and you just 
might end up ,. bitten in 
two (displayed in the 
most gory graphic detail 
possible). 

One of the 
first prob- 
lems you encounter. That 
big lump of gristle on the 
right wott T t hesitate to 
sink his fangs into you, so 
act fast But what exactly 
do you have to do to get 
past him? 


EE NIGHT 


m AARRGH! 

pyjarna-clad alter-ego 
falls foul to the boney 
thing in the desert 
section* 



Weird Dreams is 

probably the most 
appropriate game title to 
appear in a long white. It's 
weird with a capital 'W\ 
Programmed by James 
Hutch by with graphics by 
Herman Serrano (the man 
behind Rainbir-d's OCP 
Art Studio, Weird 
Dreams looks kike it 
could well turn out to be 
THE game of the year. 
No-one will miss out as 
it's due for release on 
Atari ST, Amiga and IBM 
PC - but don't bold your 
breath. Weird Dreams 
won't make it onto the 
streets until February 
next year. 




LICHFIELD based 
software house Elite 
are set to unleash another 
batch of ST, Amiga and 
PC releases over the next 
four months. The long- 
awaited conversion of 
Atari's immensely popular 
coin-op Paperboy is 
almost complete on all 
three formats and should 
be ready in time For a full 
review in the next issue. 
Space Harrier fans will 
be pleased to hear that 
Elite's very own sequel to 
the original ST version is 
now finished. Unimagina- 
tively entitled Space 
Harrier II, it's effectively 
more of the same and is 
due to appear at the same 
time as the long overdue 
Amiga version of Space 
Harrier* Amiga owners 
will have to wait a little 
longer for the sequel 
though. Finally on the 
conversion front there's 
the equally long.- awaited 
ST and Amiga interpreta- 
tions of Capcom 's 
Ghosts *n* Goblins. Sad- 
ly, this classic blend of 
platform and shooting ac- 
tion won't hit the streets 
until early next year, 

Elite's officially licensed 
sports trivia based on the 
BBC quiz show A Ques- 
tion of Sport is also 
scheduled for release in 
the very near future - as is 
Mike Read's Pop Quiz, 
another tantalising trivia 
romp based on the popu- 
lar television series of the 


Shoot to kill Space Hurler II looking good on 
the ST* but can you spot the difference 
between the sequel and the original. 



^Japerboy on 
Pen* ST looks 
promising, and it could 
well turn out to be one of 
the most accurate con- 
versions to date. It's re- 
leased next month p SO 
you can expect to see a 
review in Issue Three. 

same name. Both games 
feature digitised faces and 
plenty of trivial questions 
for the answering. 


The ST version of Capcom's cult classic coin-op Ghost* 
tV Goblin; looks set to be the best yet. The heroic Sir 
Lance little does battle with zombies, fire demons, pixies, 
monks, and of course ghosts and goblins, in a bid to 
rescue his princess girlfriend from the clutches of an evil 
ogre. ST and Amiga owners will be able to go ghostbust- 
ing early next year. 
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MARTECH BREAK 
16-BITSILENCE 

SOON to appear on the ST (with Amiga versions not 
far behind) are two shoot em ups from Martech, 
Hellfire Attack see you flying a helicopter through a 
series of increasingly difficult aerial combat scenarios, all in 
Sega-esque 3D Phantom Fighter on the other hand, is 
a vertically scrolling shoot em up written by Irish-based 
programming outfit Emerald (who are currently writing 
The Running Man for Grands lam, amongst other things. 




LINEL 


SWISS software 
house Linel, produc- 
ers of the vertically scroll- 
ing shoot 'em up Insanity 
Fight and the Arkanold 
variant with a prehistoric 
flavour. Crack, has three 
imminent Amiga-only re- 
leases. First to see the 
fight of day and reviewed 
in the next issue is a 
boxing game entitled The 



ONE of the most popular cult TV shows of 
the 60's\ The Munsters is soon to have rts 
very own computer game. Newly laun- 
ched software label Again Again have acquired the 
rights to the show, which is currently being re-run 
on Channel 4. The game is being programmed by 
Teque, previously responsible for Terramex and 
Pac mania (reviewed last issue). 


Champ, and hot on its 
heels is Dragon Slayer, 

an arcade adventure in- 
volving plenty of explora- 
tion and fighting action, 
Last but by no means least 
there's a skateboarding 
simulation called Skate 
Of The Art . which 
won't appear until Febru- 
ary of next year. 
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The archery 
from Ufci 
Soft's Iron Lord. 

mjL#ill Skit*- 
WW board 

wipe the 
floor with the Bitmap 
Brother's brilliant Speed - 

bal 



UBI 

SOFT 

THREE ST and Amiga 
titles are due from 
French software house 
Ubi Soft during the com- 
ing months. Puffy *s Saga 
is an offbeat Gauntlet- 
inspired affair in which 
Puffy and his girlfriend 
Puffyn are trapped in a 
mystical alien world full of 
mares, monsters, 
dungeons and demons. 
Both versions should 
appear in time for review 
in the next issue, and 
there's a PC version fol- 
lowing in December. 

Sword fighting, archery 
and other mediaeval de- 
lights are combined with a 
subtle hint of strategy in 
Iron Lord, The scenario 
has it that your father has 
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been deposed by his evil 
brother and it's up to you 
to recover the throne, 
get an army together and 
prove your worth in a 
series of trials. Which is 
exactly what we shall be 
doing next month . , . 

Finally there's Skate- 
ball, a futuristic ice hock- 
ey simulation featuring 
plenty of violence. How it 
compares to Image 
Works' Speed ball you 
can find out in Issue Three 
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13 Levels of Arcade-Action . . . seeing is Believing! 


i 



Electronic Arts produces Home Entertainment Software on most Computer formats. For a 
, complete product catalogue, please send 50p together with astampedand self-addressed A5-sized envelope to; 
h \l^oS^S!Sr Electronic Arts "Catalogue Ofler" , Electronic Arts, 11-49 Station Road, Langley, Berks SL3 Mil. 

HOW TO ORDER. Visit your local retailer or call Slough [0753) 46465 for the location of your nearest stockist. Dealers please call (0753) 4O906, 
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OCEAN 


FROM his first appear- 
ance in Detective 
Comics over 50 /ears ago. 
Batman has become a 
household name, with a 
cult, camp television 
series and film and his bat- 
belt, along with plenty of 
contemporary works, 
such as Frank Miller's The 
Dark Night and Bat- 
man: Year One, and 
more recently. Alan 
Moore's Killing Joke, 
and then there was 
Ocean's computer game 
... a forced perse pective 
arcade adventure from 8- 
bit hit makers Jon Ritman 
and Bernie Drummond 
(who, incidentally, are 
now working on an arca- 
de game for Pire). 

Ocean s second binary 
interpretation has been 
written by Special FX, 
previously responsible for 
past Ocean 8-bit hits 
Firefly and Gutz, and 
takes the form of an arca- 
de adventure with beat 
'em up overtones. Unlike 
the previous, incarnation, 
this version is presented 
in true comic book style 
and comes in two parts, 


divided as separate stories 
or plots. Each section 
takes place in the sprawl- 
ing metropolis of Gotham 
City and comprises all the 
best-known locations 
such as the batcave, 
Wayne Mansion and the 
Police Headquarters, As 
Batman your objective is 
to thwart the plans of 
your two deadliest ene- 
mies, the Joker and the 
Penguin, who both have 
their own dastardly sche- 
mes for world domina- 
tion. The Penguin, for ex- 
ample, plans to overrun 
the worJd with thousands 
of robotic penguins, while 
the Joker has kidnapped 
Robin. 

Apart from plenty of 
typical Batman-style 
brawling action there are 
many puzzles to solve, 
with help in the form of 
caption-like text In the 
corner of the screen, 
Work on Batman is 
nearly completed, and it 
should be ready for re- 
lease in late November. 
Meanwhile Special FX are 
likely to be working on 
another licence for Ocean 


WAVE 

I w 


ic caped crusader comes face to face 
with the evil Penguin in Ocean's second 
game of the show/nim/book/T-shirt/record etc, Could 
thit confrontation result in a typical Batman style bout 
of fisticuffs? Find out, next week... 
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.ragon Ntnja, 
the latest 
Konami coin-Dip conver- 
sion to come from Imagi- 
ne. This Amiga screen* 
shot gives you an idea of 
what to expect, and as 
you can see it's looking 
pretty damn good. 


■he forthcoming con- 
version of Batman on 
the ST, featuring a neat comic Strip 
approach which overlays a new 
screen onto the previous ones. It 
looks like there's going to be plenty 
of icon-driven fun for Bat-fans 
everywhere. 




DATE 


NETHERWORLD 

Hewsort 

Review: Issue One, pg 74 

O There's really nothing worth 
adding to the comments m^cta in 
the fii st issue. So here are some 
ratings to put things into perspective 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.95 
Out Now 
69% 
43% 
74% 
61*^ 


OVERALL 70% 
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Spectrum HoLobyte's F-14 Fighting Falcon 
simulator, Falcon, has impressed and cap- 
tivated PC owners sine* its release. In fact it's 10 
impressive, die Pentagon took an interest, Come 
December we should see ST and Amiga versions, 
conmptete with all the outstanding features that haw 
made the PC original so popular. Seen here is the ST 
version. 


■ magine'i conversion of Guerilla War 
l-SNK'i second sequel to their cult 
classic Ikari Warrtors is coming along very nicely t 
thank you* The ST version pictured here 
should appear towards the end of this year, 
and it looks as though it's going to knock the 
stuffing out of Elite's conversion of Ikari War- 
riors and Microdeal's Leatherneck. The green 
here ted guerilla blasts his way through a farm, 
deep In enemy territory where even more 
trouble lies In store. 

I earing completion in time for a Christmas 
Ire-lease.^ Electric Dreams' ST and Amiga 
conversions of the Irem coin-op fc-Type, As you can see 
from this ST screen shot of the large alien at the end of 
Level One, the graphics are almost identical to its arcade 
stab lem ate. And judging by the quality of Electric Dreams' 
more recent conversions, 16-bit R-Type should play every 
bit as well as its coin-op parent. 
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ZYNAPS 

Hewson 

Issue One, pg 45 

O Hewson haven't really taken 
advantage of the Amiga's 
graphic capabilities, with sprites 
and backdrops, identical to the ST ver- 
sion. At least they've had the good 
sense to use a few suitable sampled 
blasting sounds, making Zyneps mar- 
ginally more playable. One of the few 
decent shoot "em ups of its type avail- 
able, and certainly worth a look. 


with the review in the first issue 
actually applies to the Amiga version. 
The ST interpretation is slightly faster 
than its Commodore counterpart, and 
as a result is a tad more playable. The 
title tune and spot effects are still 
nothing to write home about, but as a 
two player bead to head combat game 
it successfully manages to hold) its 
fudge. 


©Instead of simply dumping 
the ST version to Commod- 
ore's mean machine, programmers Te- 
que have written Pacmania from 
scratch. And what a conversion, Amiga 
Pacmania is certainly one of the most 
impressive coin-op conversions to 
date. Silky smooth full screen scrolling, 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABIUTY 

VALUE 


£24.95 
Out Now 
65% 
71% 
73% 
64% 


PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAY ABILITY 
VALUE 


£19.99 
Out Now 
53% 

70% 
56% 



OVERALL 74% 


OVERALL 67% 

PACMANIA 

G rands lam 

Issue One, pg 91 


colourful sprites and backdrops, clean 
renditions of the original tunes and all 
the intermission sequences are inclu- 
ded, Wonderful stuff worthy o* any 
coin-op conversion connoisseur's time 
and money. 


SKYCHASE 
Image Works 
Issue One, pg 34 

| Oh dear, the ST icon was swap- 
ped with the Amiga icon and so 
the comment which appears 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 


£19.99 
Out Now 
82% 
73% 
88% 
79% 


OVERALL 86% 


OF TRIVIAL JEDIS 


DOM ARK have 
three new licensed 
titles approaching com- 
pletion for release before 
the year is out. Return 
Of The Jedi is the third 
instalment in the series of 
Star Wars games. Unlike 



its vector graphic prede- 
cessors, Jedi is a forced 
perse pective race and 
chase affair with shoot 
'em up overtones. The 
player mounts a Speeder 
Bike and looms through 
the heavily-foliated 
forests of Endor before 
flying into the metallic su- 
perstructure of the 
newly-built Deathstar in 
an attempt to destroy it. 

Not content with a 
competent binary inter- 
pretation of the Trivial 
Pursuit boardgame, 
Dornark are set to release 
Trivial Pursuit: A New 
Beginning. This time it's 
set in space of all places, 
although the basic idea is 
still to answer loads of 
ridiculously pointless 
questions, so if you know 
exactly how many pairs of 
shoes Imelda Marcos 
owns, or what William 
Shakespeare's middle 
name was, this is right up 
your street. 

Finally, anyone who has 
been playing computer 
games since 1984 will 
probably remember the 
trouble Dornark had over 
their 8-bit puzzle game 
Splitting Images (which 
had to be renamed to 


r t romti £ d for l k C t £ « 

and *-' k v t ■£ £*< C €: *? 



History 


Split Personalities as 

the title was a little too 
close to Spitting Image for 
comfort). Well, Dornark 
have learned their lesson 
and have snapped up the 
licence to produce a com- 
puter game based on' the 
immensely popular satiri- 
cal television show. 
Domark's Spitting Im- 
age takes the form of an 
offbeat beat 'em up which 



Step into Lando Calrissian's flight boots 
and take on the might of the hideous 
Galactic Empire, both in space and in the dense forests 
of Endor in Domark's conversion of the last game in 

the Siar Wars tH logy Return Of The Jedi. 

somehow manages to fea- nie Reagan, and the 

ture all of your fave char- Queen. Just how it fares 

acters from the show. you can find out in the 

such as the Ayatolla, Ron- next issue . , . 


INTERPHASE 


IMAGE Works Inter- 
phase is an unusual 
blend of flight simulation 
and arcade adventure 
with some exceptionally 
smooth and fast filled 3D 
graphics to portray the 
action, Set in the far fu- 




, ne of the many unusual creatures encoun- 
tered inside the master computer causing 
problems in Image Works' Interphase, 


world to infiltrate the 
building safely and ret- 
rieve valuable information 
which can avert the cor- 
poration's plans. Despite 
its hackneyed scenario, 
Interphase is shaping up 
very nicely indeed and 
should be ready in time 
for the beginning of next 
year. 

Other Image Works 
projects currently under 
development are the con- 
versions of Atari's brilliant 
sequel to Asteroids - 
B I asteroids, plus two in- 
teresting graphic adven- 
tures: the Middle Earth 
delights of Pal lad in and 
plenty of fantasy frolics in 
Terr a Hum There's also 
a rather nifty looking 
shoot "cm up entitled 
Crime Town Depths. 
Further details will fol- 
low... 


ture, Interphase puts 
the player inside the huge 
master computer of a 
ruthless corporation that 
plans to dominate the 
world by hypnotising peo- 
ple... The computer con- 
trols all the security for 
the corporation's head- 
quarters, and the player s 
mission is to manipulate 
the mainframe computer 
from within, so that the 
security systems can be 
shut down, allowing your 
agent on the outside 


Part of the graphically impressive attract 
sequence for Image Work's new shoot 'em 

up t Crime Town Depths, released (hopefully) before the 
end of this year. 




NMed ami distributed by Meiagmc Lid 

Aclivistw is a divKswm of RMmbivc Ltd. 


AFTEHEUHNtH'" StU wn iraibnarks iri Sff.A 
ENTEFtPRIStS LTO Ths gime has (teen iiwnirtetwul 
under license tram Sega Enterprises Ltd.. Japan. 
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Tthe greatest one-on-one 
combat game of last year 
was undoubtedly Pala- 
ces r s Barbarian. The bril- 
liant gameplay combined 
with the vivid graphic violence (such 
as the bloody decapitation sequence) 
to ensure huge popularity and a ban by 
the German government J The tremen- 
dous success of Barbarian made a 


sequel inevitable, and here it is, imagi- 
natively titled Barbarian II: The 
Dungeons of Drax. 
■he dungeons of Level Three are quite tricky to negotiate, especially H you don't collect 
a key to unlock the doors. Animated prisoners 'decorate' most of the walls, and their 
bloated keeper isn't keen on them having visitors* 



pimpled sound abound on all four 
9 levels, This is Level One* and here 
you can almost hear the realistic pig-like grunt 
of approval from the troglodyte as the Barba- 
rian teeters on the brink of a pit... before 
releasing a scream as he plummets to his death. 

Barbarian U takes over from where 
its predecessor left off. The evil sorcer- 
er Drax was defeated by the Barbarian 
when he attempted to kidnap the 
voluptuous Princess Mariana, he was 
banished to a dark and dreary cave on 
the outskirts of the civilised world. 
Word has it that Drax is once again 
hatching a devious plan to put himself 
back in power, and so the Barbarian 
has been ordered to journey out to 
Drax's lair and destroy him for good, 

Unlike the original, which was a 
simple one or two -player combat 
game, Barbarian II is a Large arcade 
adventure with combat elements. The 
dungeons of Drax are split into four 
separately loaded levels, each consist- 
ing of just over 25 screens (apart from 
the last which is a mere three screens 
long). The Barabrian has been rede- 
fined since the last game and now 
wields a large battle awe. Moving from 
location to location is simply a matter 
of walking off the side of the screen, 


arian 


Barbarian is back, complete with bulg- 
ing breasts and flowing hair — and 
that*s the bloke! Gary Whitta hacks 
and slays his way into Drax's domain in 
Palace's latest blockbuster and finds himself 
having the time of his life. 

when it is replaced by the next. Barbie 
<as he is known around the office) can 
also move "into' the screen via specific 
gaps In the scenery behind him. 

Of course Barbie can't Just move 
I nside Drax** domain on the fourth 
land filial level, the Barbarian com- 
es face to face with two huge, grotesque 
creatures. Thin Is the first, barring our bronien 
hero's progress... we won't give the game 
away and show you any further though. 



nother strange adversary from 
Ltfte first level,.. A mutant chick- 
en clucks and struts across the screen, then 
leaps with a blood-curd ling 'Squawk!' at the 
surprised Barbarian. Any more of that a hefty 
smack with your axe will have the blighter 
screeching in pain instead! 

around the dungeons as easily as that. 
Drax s minions Lurk around every cor- 
ner and all have orders to kill htm on 
s ight. 

Fighting is essentially the same as 
the original game too. with an array of 
combat moves such as Leg chop,, kick 
and the infamous flying neck chop all 
available. When a creature is finally 
defeated, achieved by relentlessly 
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whacking it with the axe until its 
energy is depleted, it dies in any of a 
series of hideously gory ways that 
would make even a video nasty fan 
wince! The shuffling trlffid-like mons- 
ters are decapitated in a spray of blood 
and the heart of the chubby dungeon 
guard is ripped out Of his chest and 
bounces across the floor In vivid detail. 
Another impressive death sequence 
takes place when the troglodytes^ the 
dragons and various creatures are 
totalled. The ground opens up and the 
monster explodes in a cloud of green 
smoke which is then sucked down into 
the crevasse, accompanied by a mar- 
vellous sampled thunderclap. 

Between the stints of furious fight- 
ing there is maze searching to be done; 
keys must be found along with extra 
weapons such as shields, which help to 
provide added resistance to attack. 
And all this must be done while avoid- 
ing the dungeon's inanimate perils 
which come in the form of lava 



■he second level comprise* a 
seemingly never ending cavern- 
ous maze, complete with a bizarre assortment 
of creatures. This weird-looking Chap doesn't 
take too kindly to less deformed beings such as 
your bronzen self, and lashes out with speed, 
accuracy and ferocity. 

streams and gaping bottomless pits 
which immediately cost Barbie a life if 
he strays too near and falls in. Jumping 
at the right time is the key to passing 
these pits, and even then there's a 
chance of a large tentacle shooting out 
from the pit and pulling you down! 

Drax lies at the end of the final level 
and is protected by two huge ravenous 
monsters. If Barbie can get past both 
of these he can take on Drax head- to- 
head. Drax puts up a very good fight, 
and If he can be killed,,. 


■he large green dragon on Level One lets out a convincing roar of pain as the Barbarian 
hacks away at it. The Barbarian tends to grunt a bit when he's hit tool Incidentally, the 
■word on the shield at the bottom of the screen acts as a compass (it always points north) and an aid 
to mapping die maze-like terrain. 



Barbarian was great, 
but Barbarian II is even 
better, [fa taken the 
original combat formu- 
la and improved it no 
end with the addition of the arcade 
adventure elements. The problem with 
the original Barabarian was that you 
could only fight other human oppo- 
nents, and the whole thing could get 
rather 'samey' after a long while. The 
huge array of different nasties just 
waiting to pick fights with you solves 
this problem. Each creature has Its 
own specific attack pattern, and so 
each one must be dealt with different- 
ly, there's a lot to be learnt before any 
kind of proficiency is achieved. The 
graphics are of a high standard, and 
although some of the animation on 
certain sprites can at times be jerky, 
the bright colours and excellent defini- 
tion compensates adequately. There 
are loads of sampled 'ooh's, 'aargh's, 
grunts and wails of pain to accompany 
the action, and the four levels are big 
enough to keep even the most harde- 
ned gamer going for quite some time. 
Definitely worth a look. 

PRICE £19.99 

RELEASE PATE Mid November 

GRAPHICS 83% 

SOUND 959b 

PLAY ABILITY 86% 

VALUE 79% 

OVERALL 85% 


©Barbarian II is currently 
being converted by 
Richard Leinte liner, the 
man behind the original 
Amiga Barbarian and 
the conversion of the Shoot 'Em Up 
Construction Kit. Work Is going well 
and It should be released sometime 
before Christmas, Expect to see a few 
minor graphic differences and to hear 
some beefier sound samples, but Other- 
wise things will mostly stay the same. 
Watch this space next month for a full 
update. 


/MISTER, 
OYSTICKS 



e you | 

your hands 
ne yet? 



Crystal Standard 
Crystal Turbo 

Sure shot Standard 
Sure shot Turbo 

All prices include VAT and delivery 


£14,95 
£16,95 

£11.95 
£14,95 



ALL JOYSTICKS CARRY A FULL FIVE YEAR 

GUARANTEE! 


it 


ter Supplies 


Telephone: 
(0664) 410666 
Fax:(0664)410221 
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✓ / / / 


Top Quality 2nd Drives for the Amiga 
and Atari ST at low, low prices j 



✓ Offers full compatibility with all Atari 
models, Amiga 500 and Amiga 1000 

✓ Top quality Citizen drive mechanism 

✓ One megabyte unformatted capacity 

✓ External plug fn PSU (Atari ST) 
✓Throughport (Amiga) 

✓ Very quiet 
✓Slimline design 
✓Colour matched to computer 

✓ Long cable for location 
either side of computer 

✓Pull 12 months guarantee 


Don'/ /orge/ all prices shown 
include VAT and delivery 


A ATARI 

520 STFM 1 MEG memory upg 
520 STFM with tMEQ drive Interna 


» 52QSTFM SUMMER PACK! 

Includes STFM with 1MEG drive 22 
games (retail value £413,94) & joystick. 
. M Only £349.00 

rade kit . £99,00 

^omally fitted „ E279 00 

1 040 STF special clearance otter - snap up a real bargainl £349 00 

1 040 STF offer as above, includes mono monitor wt £449 00 

1040 STFM latest model, iftdudes TV modulator ™. Z £419 00 

1040 STFM as above, with mono monitor £5^00 

Mega ST2 wifti mono monitor £849.00 

^ Qn ^ w * ™™> monitor £1099.00 

SM124/5 mono monitor „.. J+ £119 00 

SH205 20Mb hard disk ^ £449 qO 

Meqa ST2 Special Offer; includes Mega ST2, mono monitor" * 

SLMB04 laser. 'Microsoft Write', 'VJF Professional" & 'Tlmewortts DTP' „ £179500 
DTP system - includes Mega ST4, Mono Monitor, SLM804 laser 

'Fleet Street Published, 20Mb hand disk & 90 day on site maintenance ... £2999 00 

Philips CMSB33 colour monitor CM ST lead . £259 00 

Philips CM8852 as above, higher resolution „ t £299 00 

{Extra £10.00 disarm on Philips monitors rf bought *i|h an ST, 


DOUBLE TAKE! 
PYE 


MODEL 1022) 


High quality medium r^soiulioA 
colour TViTnonlior mow avail- 
able to suit (he ST or Amiga. 
Features full infra-red remote 
oontraL Euroconnector, Video/ 
Audto input and headphone 
Oulput connectors, 39 tuner 
pnas&ls, external aerial con- 
rvsolor and a loop aerial Sup 
piled with cable [please state 
[computer type whan ordering, ), 


SPECIAL 
OFFER I 

£199.00 


VAT. 
and rveirf 
day delivery 


All ST prices include: mouse etc. PLUS 5 disks dI s ware mcluc 

wordpro, utilities, graphics, game and demos. 
W» can quote you for any cornbin^i ion of hardware. 


RRINTERS 

All prices include VAT, delivery and cable 


Star LClO replaces the ML- 10. features A NLQ fonts, paper parklno 
tojni panel operation . PLUS 2 extra ribbon b tree of chargSl . _ . 
Star LC10 7-colour version of above printer, inc.2 extra black ribbons..... 
I IZ k 1 «'«™-P«*«? 24 P-n multilont printer 

I ar ^f^SJSl 24 ! 31 " qijallt¥ ' inc - ,r " sh *° r f «*' + 2 extra ribbons 
^(ar ND-10 160/45ops high quality 10" carriage printer 

Star NX-15 budget wide carriage printer 3.1 

Star MB24-15 wide cair. version of NG24-10, inc. cut snset ft 
Star Laserprinter e high specification laser, price Includes 

SfVSSSJ"!^ ^J]™** < 5erid fof sampies-demos) £1795.00 

N E C P 2200 budget 24pi n, great value 1 G8/56cpB„..„ E3 1 9 00 

Panasonic KXP10B1 reliable budget 10* printer 120/24 ops El 69 00 

Citizen 120O budget 10" dot-matrix, 120cps £139 00 


£21 9.00 
£269.00 
£339.00 
£490,00 
....£343.00 


Citizen LSP-100 


budget 10". 1 SOttQcps ■■■■„■„„,..■ . .■ £iefrQ0 


3.5" Disks 



POWERFUL 
ATARI ST 
DISK 


VERSION 3 NOW AVAILABLE 


+ SOFTWARE BACKUP with new turbo nlbbler 

The latest version now incorporates a faster and more powerful 
backup utility including 40 parameter options 1o handle many 
more programs. Utilises all available drives and memory. 

* ORGANISER ACCESSORY 
Extremely useful desktop- bused accessory, providing essential 
DELETE n |ta ement COmfrian<fS includin fl ™MAT. RENAME, 

* EXTRA FORMAT * 
to maximise usable space on your disks - provides over 15% 
additional user storage space per disk! 

* RAUDfSK and SET DATE/TIME accessories. 

* UNDELETE 
to recover accidentally lost files. 

+ DtSK ANALYSIS 

* DIRECTORY PRINTOUT 

* plus DISK SPEED CHECK, UNFORMAT and morel 

Only £24.95—322! Sli «MM 


10 Bull packed DS7DD 3 5* disks 

with labels, fully guaranteed r 

25 butk disks as above 

1 0 disks as above with plastic case 

25 disks as above, with 40 capacity 

lockabfe storage unit , 

Verbatim DS/DD disks, lop quality rnedia 
will 1 lifetime guarantee, Box ol 10 only 
SKCMF2DD TJS/DD a. 5" disks. Box of 10 


... £11.95 
... £27.96 
... £13.95 

... £34.95 

.. £19.95 
...El 7.95 


How to order from 

Alt prices Include VAT and delivery. Next day delivery £5.00 extra. 

[St/I Send cheque, Postal Order 
or ACCESSfYISA card ffctetfs 

Evesham Micros Ltd 

63 BRIDGE STRLLT 

EVESHAM 
WORCS WR11 4SF 
© 0386-765500 

tax 0386-765354 
telex 000294 

nn B fajm BJft JBII Tel: W2I JSS 4SM 

ES 

Phone us with your 
ACCESS or VISA 
card details on : 

©0386-765500 

Govt, tduc & PLC orders wtkontt 
Same day dttpakh whenever po&sJb-Je 
All goods subject to availability, H&fJ.k 
Opfn to caiers 6 days, 9 JO 5 JO 

Ato> fflf.- 1742 Pcnhore Rd^ ('Ut^dp, hin 




Driller promises to be the complete 
three dimensional experience, thanks 
to Freescape, Incentive's much publi- 
cised graphics system. But does a game 
about drilling rigs make for a fun time? Paul 
Boughton gets the bit between his teeth. 


A game which involves 
gas drilling rigs - even 
on distant moons — 
isn't likely to get me 
L frothing with excite- 
ment. Not even if a huge meteor is 
hurtling on a collision course and ev- 
erything Is about to end with a huge 
bang. And, for rne + Driller Is certainly 
no thriller, providing no instant gratifi- 
cation, Patience Is definitely a virtue 
here* 

The story unfolds on the heavily- 
mined moon of Mitral whirh c irr.les the 
planet Evath, colonised by humans 
escaping an ecological catastrophe on 
good old mother Earth. 

The mining was carried out by a race 

ha! X marks die spot . * . beam 
{down your dr idling rig and let off 
a little steam. This is another example of 
Intend ve's considerate gameplay. 


of outlaws called the Ketars who have 
now fled the ravaged satellite. A vast 
amount of gas has built up below 
M it rat's surface, turning the moon into 
a potential bomb, Should the gas igni- 
te, the planet will explode and Evath 
will be blasted Into a new orbit, killing 
thousands instantly and leaving the 
rest to face a chilling death as temper- 
atures fall. To make matters worse, 
scientists have calculated that a 


meteor from deep space is due to 
smash Into Mitral In a mater of hours, 
popping it like a balloon* 

Your mission is to explore, locate 
and make safe the 18 sectors of Mitral 
by positioning a drilling rig over the 
hidden gas pockets and releasing this 
deadly vapour. All before the meteor 
strikes. 

The gameplay breaks down into four 
main tasks: you have to access and 




Still fails to convey the fact that Incentive seem to have Freescape (TM) 
working well after over a year in development. But Where's the gameplajf 
to complement the graphics? Maybe Dark Side has the answer , . . 




on of Dnlier. The arrows to the right can 
bars to the bottom left of the picture are 


Oick the mouse on a series of arrows, 
s doesn't make for speedy move- 
nt or fast responses, especially as 
and digital displays bombard you 
th information throughout. 
The "feeP you gat when exploring Is 
impressive, realistically 
Approaching a doorway, wondering 
who or what is inside. But any tension 
Which builds up is in your own mind. 
j^DrmaJly there's nothing dreadfully 
exciting lurking out of sight, 
| Finding the first drill site is relatively 
easy (see if you can spot the cross), 





uess what! Sin Kiting the switch 
opens a previously hidden door- 
ray. Later on in th* game there's bridges to 
jld' and plenty of aggressive gun 
merits to avoid. 



but others are harder to find. Clues to 
solving the game's puzzles are T appa- 
rently, hidden in the story booklet- 
Thls spells out the background to the 
game In exhaustive detail. But 
hardly riverting reading. 

Explore enough and you come 
across tunnels, tele ports and a recon- 
naissance jet. This allows you to fly 
and hover over the moon and is Ideal 
for mapping, a task which is essential 
to the game's completion. 

OFreescape* the prog- 
ramming wizardry that 
puts you right in the 
game, succeeds in 
generating one of the 
best three-dimensional environments 
I've so far experienced. Movement is 
virtually unrestricted, the perspective 
realistic, the landscape solid. The man- 
ipulation of the complex 3D image is 
impressive. However, decent graphics 
don't make up for that vital gaming 
ingredient — excitement. Is there any- 
thing better than the quickening of the 
pulse, the rush of energy and that 
slight apprehension that you Ye ex- 
periencing, someth ing you "re not sure 
you can master. But you're going to 
spend a hell of a lot of time trying to? 
But for me that excitment is missing 
from Driller. There's no tension, no 
hu*/. It fi^l*, like a neat programming 
trick in desperate need of a good game 
Idea. It's impressive, in rivtrty wjys, 
innovative, but ultimately soulless. 
Hopefully the sequel, Dark Side, will 
provide more edge-of -the- seat thrills. 


PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAYABILJTY 
VALUE 


£25.95 
Out Now 
64% 
71% 
60% 
5Z% 


OVERALL 65% 


Identical to Its Com- 
modore cousin In 
almost every aspect 
(apart from the slightly 
weaker sound } this ver- 
sion suffers from the same drawbacks. 


PRJCE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAY ABILITY 

VALUE 


£25,95 
Out Now 
84% 
70% 
60% 


OVERALL 65% 
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VIOIENCE ON THE HIGH SEAS, THE ULTIMATE TEST Of MANHOOD 


LA 


THE YEAR IS 2050, 

VIOIENCE AND TERROR HAVE TAKEN OVER THE WORLD, CIVILIZATION HAS DISAPPEARED, 
VIOLENT STREET SPORTS ARE NOT ENOUGH TO SATISFY THE BLOOD LUST OF A NATION. 
A NEW SPORT HAS EVOLVED. YOU ARE AN OFF SHORE WARRIOR, ANYTHING GOES, 
THE BATTLE CAN BRING YOU FAME OR DEATH.. THE ONLY RULE IS TO WIN WHATEVER THE COST. 

CAN YOU MEET THE CHALLENGE AND BECOME THE SUPREME OFF SHORE WARRIOR 
A A WORLD AWAITS, PREPARE FOR THE ULTIMATE TEST... 



TITUS 


(jCp 19f# TITUS SOFTWARE CORP., OFF SHORE WARRIOR, TITUS IMP 

THE TITUS LOCO ARE REGISTERED TRADE MARKS Of TITUS SOFTWARE CORP, ItM, ATARI ST AND AMIGA ARE 
REGISTERED TRADE MARK I OF INTERNATIONAL BUSINESS MACHINES,, ATARI INC AND COMMODORE AMIGA RESPECTIVELY 


UNIT 4 STANNETS LAIN DON NORTH TRADE CENTRE BASILDON ESSEX SS156DJ PHONE i (0268) 541 136 



he button has been pressed - it's all-out nuclear war. As 
II bomb-laden missiles rocket above a terror-stricken Earth, 
U East and West are locked in the deadliest game of all. 

With an awesome cache of nuclear weapons at your 
disposal, can you zap your enemy - and save the planet from 
imminent catastrophe? Using skill, judgement and razor-sharp 
reactions, you must deploy your Strategic Defence Initiative - 
and avoid global disaster! 


r » tmitu 
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ega 1987 

I " and Sega Q are trademarks of 

This game has been manufactured under 
ense from Sega Enterprises Ltd, Japan, 






fter sending 
us round the 
end with 
Nebulus, Hewson 
now flies us to a dis- 
tant planet in its 
latest collect and 
shoot 'em up. Steve 
Jarratt goes under- 
ground to indulge in a 
bit of treasure hunt- 
ing... 

Deep inside a subterra- 
nean complex, a lone 
ship begins a mission to 
recover valuable gems 
and equipment stolen by 
space pirates. The underground strong- 
hold Is split into four levels, set over 
150 flick-screens; progress Is con- 
tinuous and once left, the last screen 
cannot be re-entered. 


Are certainty plenty of 
strange creatures to avoid (or 
preferably destroy) during your galactic sca- 
venge . . . just take a look at the teeth on that, 
A spinning orbital will quickly put paid to this 
deadly death-spitting worm-like toeing. Pro- 
vided you don't bite the dust first . . . 



concriPTULRTions • . yqu hbue 
cqhpue-p.q this leucl . you hbue: beexi 

RMRRQED R QQnUS LIFE. 


eve I One completed . + . the good 
ship Cy be moid descends to Level 
Two, and yet more of the same - only harder! 


► 


Atypical ly awkward tout not im- 
possible to negotiate screen. 
The Cybernoid is armed for bear, with its 
three arsenal of spinning orbital s T rear-firing 
cannons, shield and assortment of bombs. 


Sent by the Federation, the good ship 
Cybernoid has to negotiate each 

screen retrieving as many of the stolen 

or 

goods as possible, while running the 
gauntlet of the mercenaries' defence 
systems. 

In order to protect Itself from gun 
emplacements, alien vegetation and 
the pirates themselves, the Cybernoid 
carries a pretty mean arsenal of des- 
truction. A forward-firing blaster is tn 
permanent residence, and may be 
accompanied by one of five additional 
weapon systems, selected at will by 
the function keys. Bouncing bombs, 
seeker missiles, mines, bombs and 



ollett enough booty to receive an extra ship on completion of the level. It's not 
'easy h but then no-one said it would be. 


shields are available, and their use Is 
dictated by the opposition present on 
each screen. Although in limited sup- 
ply, the current weapon's stock is 
increased by one unit on collection of 
ammo pods which have been left lying 



around the underground caverns. 

Further weapons mav also be col- 
lected In the same way, and remain in 
use until the ship's demise. Add 
include a rear-firing blaster and up to 
three swirling orbitals, which remov* 
pirate ships and alien growths on cart*; 
tact, and also act as partial shielding 
against enemy bullets. 

Valuable items float to the ground 
whenever pirate ships are destroy 
and are gathered and stored a boa 
the Cy be moid. At the end of each 
a Federation depot appears, where 
on the ship lands and a bonus is 
awarded. If enough booty has been 
recovered, another Cybemoid ship I 
added to the stock. 

Cybemoid is an unusual shoot 
up, with the different elements 
mindless blasting, precision flying 
strategic use of weapons combine to 
make it an entertaining and challenge 
ing game. 

The first three levels should yield 
fairly quickly, but the final level is a 
massive SO screens long, so complet- 
ing the mission seems a distant pro 
pect. There's more than enough ga 
here, but it would have benefited 
a higher difficulty level and ei 
save game option or a password e 
system; repeatedly playing thro 
the earlier screens does prove tin* 
some after a while. 




^ Computers 

NOW TAKEN ACCESS & VISA 


CASTLE HOUSE 
11 NEWCASTLE STREET 

BURSLEM 
STOKE-ON-TRENT 
TEL: 0782 575043 
(10 LINES) 


ATARI ST SPECIAL U ITERS 


Whirl igig 

Operation Wt)]f 

Rombjack 

Zynaps 

Quaararkai 

Ni^ht Raider 

Dark Castle 

Strike Force Harrier 

D. Thompsons Olympic Challenge 

Empire 

Empire Strikes Back 

WherreTime Stood Still 

SLir^luier II 

Army Moves ,.. 

Driller 

Alien Syndrome 

Space Harrier 

Virus 

Arkanoid 2 

Pandora 

Super I langOn 

Mickey Mouse 

let(Suologk) 

F-'envinde? Must Die 


. 12.95 
. 12.95 
12.95 
13.95 
. 12 .95 
,. 13.95 
...9.95 
...9.95 
13,50 
. 16.96 
,. 12,95 
,. 1195 
. 15.95 
. 12.95 
. 15.95 
. 12.95 
. 13.95 
. 13 95 
. 12.95 
. 12.95 

. i: 45 
. 13.95 
.26.95 
. If,. 45 


ADVANCED D.&D: 


Heroes of the Lance .......... 



17.95 


-\mk;a sn-ciAi.on-i-.HS 

Katakis 15.95 

Starglidcrll 15.95 

Whirligig 12.95 

Virus 12.95 

Legend of the Sword 15.95 

Ferna ndez Must Die 15,95 

Mercenary Compendium 12.95 

Stargoose 12.95 

****************** 

* OUR CHOICE * 

I STAR RAY RRP £24.95 J 
5 OUR PRICE £14.% * 

Carrier Command ,,„„, 16,95 

Powerdrome 16.95 

Skate or Die... 15.95 

Delux Photo Lab 44.95 

Necromancer 16.95 

Battle Chess 16,95 

Army Moves... , 15.95 

UMS 15.95 

Overlander 15.95 

Interceptor 16.95 

Rugby League 10 95 

1943. 17.95 

Dark Castle ..9.95 

Strike Force Harrier 9.95 

Mortevi He Manor 15.95 

Ouadttlicn 1195 

World Tour Golf 15 50 

Black Lamp 12.5U 


ATARI ST SPECIAL OFFERS 

Superstar Ice Hockey 15.95 

Slcl la r Crusade 25.95 

Speedball 15.95 

Bomboo/al 12.95 

Cha m pionsh i p C rickc t . . , , 9.95 

Skvchase 13.95 

Barbarian f[ 10.50 

Platoon 12.95 

Outrun 13,95 

ST Adventure Creator 26.95 

Artificial Dreams ,....9.95 


Ml Kt tMAin mviH-NDJLM 

SPECIALPR1CE £12.75 


Sidewinder 6.95 

Carrier Command 15.95 

Dungeon Master 15.95 

Gauntlet 2 13 95 

Footbail Manager II 12.95 

Legend of the Sword. 15.95 


ST 5 STAR 



ALL 5 GAMES 
£15 95 


AMIGA SPECIAL OFFERS 

Carrier Command , 14.99 

Far/mania rr ,,, 14.99 

Fusion 16.99 

Verminator , 15.50 

Overlander 15.50 

Prisoner of War ,. 19.99 

Spktertronk ................... 12.99 

Action Service ., 12.99 

Space Harrier II 16.99 

Elite 15.99 

Vcctorball 9,99 

Macadem Bumper 12,99 

Hostages 16.50 

Navcom6 16.99 

Weird Dreams 16,99 

CD Music 10.50 

North and South 15.99 

Wizards Castle 13.99 

[ .urn ba rd Ra 1 1 v Simu lator 13,50 

Lords of the Rising Sun 21.99 

International Karate 14,99 

RoboCop 16.99 

DlMBon Nmja 16.99 

Wee Le Mans 16.99 

Rambolll 16 94- 

Menace 12.99 

Mania* 12.99 

.Netherworld 14.99 

Nebulus 14.99 

Drum Studio 12.99 


ATARI SI SITUA1 ()M-niS 

Captain Blood 15.95 

Bards-Talc 15.95 

Etegas Elite 16.95 

Pcwer^rome „ 15,95 

Skate or Die 15.95 

Ferrari Form u la 1 1 5.95 

Battle Chess 15.95 

Necromancer 15.95 

Sinbadk Throne 16.95 

Beyond Zork 9.95 

Terris 7.95 

Spitfire 40 8.95 

Solumans Key 4,95 

Crazy Cars 6.95 

Motorbike Madness 9.99 

Bala nee of Power 11,99 

Federation of Free Traders 19.99 

Elite 14.99 

Wanderer 3.99 

Sundog 7.95 

Stockmarket 7.99 

Leather Goddess 9.99 

Hitch Hiker's Guide 9.99 

Plundered Hearts 7.99 

Stationfall 9.99 

Lurking Horror V.99 

Ballyhoo 7.99 

Hollywood Hi|inks 7.99 

Suspect , ,...7.99 

AMIGA SPECIAL OFFERS 


ARCADE CLASSICS 


BRANDS HATCH 
VOOPER 7g ^BOUNK 

ALL 3 GAMES £9 95 


Pandora , 12.95 

Thundercats 15 95 

BujgrvBoy 15.95 

Space Harrier 15.95 

Fanta vision ...24.95 

Getysburg 18,95 

Garrison M 15.00 

Xenon 12.50 

Sidewinder „ 6.95 

Beyond Zork 15.95 

STOP PRESSIimi! 



FOR ST OR AMIGA 
ease state machine) 
LITTLE COMPUTER PEOPLE 
BRATACUS 
DEEP SPACE 
HACKER U 
ALL 4 GAMES ONLY £14.95 
Ask for Computer Hits 


ATARI ST SPECIAL OFFERS 

Infidel 7.99 

Spellbreaker 7.99 

Slarcm*;.. 7.99 

Sea stalker 7.99 

Nord and Bert 7.99 

Musir Studio 9.99 

Nebulus 14.50 

Out Run 12.99 

Operation Wolf 12.99 

TO 1_ I I A K RRP prig 

Shanghai 24,95 5.95 

Thai Boxing , 14,94 4.95 

Mind shadow 24.95 5.95 

Hacker 24.95 5.95 

Hacker U 24.95 5.95 

TauCeti 19.95 3-95 

Academy 19.95 3.95 

Trauma.'. 14.94 4.95 

TheGambler 19 95 5 95 

Borrowed Time 24.95 5.95 

American Pool 19.95 6.95 

Hollywood Poker 14,95 5.95 

Sky Rider 19,95 5 95 

Swoopcr 14.95 3.95 

Space Pilot 14.95 4.95 

Shuffleboard 14.95 4.95 

Trash Heap 19.95 4.95 

L'Affaire 24.95 5.95 

AMIGA SPECIAL OFFERS 


TO CLEAR rr r pricf 

F.L.F 19.95 7.95 

Winter 01 vmpiad 19.95 7.95 

Seconds Out 19.95 7.95 

Starways , 19.95 5.95 

Rocky 19.95 7.95 

Division 1 {Footba II) 14,95 6 . 95 

Hollywood Poker , 14.95 6.95 

Ball Raider 14 94 4 95 

Diablo 14,95 3.95 

Alien Strike 19,95 4.95 

Quasimodo , 14.95 3.95 

Black Shadow 19.95 3.95 

Hacker 24.95 6.95 

Hacker II 24.95 6.95 

Mindshadow 24.95 6.95 

Othello 14.95 4 95 

Bureaucracy 34.95 12.95 

L.GoddessbfP 24.95 12.95 

Hollywood Hi jinx 24.95 12.95 

Witness 24.95 9.95 

* Suspect 24.95 9.95 

Moon mist 24.95 9.95 

Western Games 24.95 7.95 

Hardball 24.95 7.95 

Nord and Burt 24.45 12.45 

Th underbuy 24.95 6,99 

Plundered fHearts 24.95 12.95 

PacBoy 19.95 3.95 

3 Stooges 29.95 17.95 


Any game not released will be sent on the 

day of release. 
These are mail order prices only. 

CASTLE COMPUTERS 

THE COMPETENT MAIL ORDER COMPANY 




The plot to Space Racer is 
hardly the stuff to inspire 
play,.. "You, bravest of the 
brave CetcX.. fight to the 
death... zoom around the 
track.,/ anything goes... only one will 
cross the finishing track... alive!" Get 
the picture? 

Now all this, plus the fact that at the 
beginning of each race the Little man 
who sits on your jet bike waves at you 
and says * Hello* in a badly sampled 
rather wimpish voice, did not fill me 
with confidence. How wrong I was, 

Space Race is certainly, for my 
money. Loriciel's finest hour. The 
French software house has often pro- 
duced graphically excellent games but 


pace 

' So it's another bike game. Or is it? Mix 

Super Hang-On with a bit of Mad Max 
and Death Race 2000 and you've got 
Space Racer from Loriciels. Graham 
Taylor is on the inside track... 

acer 



somehow gamepiay has tended to let 
down the proceedings. With Space Rac- 
er they've got It right. 

Never mind the plot. There are three 



1 

! 






Select a tr»ck before you race. Y-u 
can admire the hi-tech tower 
blocks found on Level One, peruse the B«spiri- 
like bubble cities adorning the second level or 
be taken aback by the scenic splendour of Level 
Three's fossilised skulls. 

levels, which may be played individual- 
ly for practice or together as a 'Cham- 
pionship*. Through extensive play L 
have to say that the only difference 
between levels seems to be graphics. 
Level Three isn't actually more difficult 
than Level One - which is not to say 
that either is easy... 

^^he starting grid. There's a three 
I second countdown before the 
race, which putt gives you enough time to 
check out the other two bikers currently 
flanking you. Ke*p you finger on that fire 
button . . * you need all the acceleration you 
can get. 


► 




Imagine Super Hang-On except that 
the "track* you follow is simply a line — 
like the centre of a roadway. Your 
jet bike has to follow closely and must 
not be either too high or low relative to 
it otherwise you lose speed. This 
sounds bizarre but surprisingly makes 
quite a lot of intuitive sense when you 
are actually playing - you get a feel for 
how to use relative height as a way of 
slowing on a turn, le: you pull the bike 
down as well as steering. Get your 
bike into the right position, hold down 
the fire button and you absolutely 
bomb around the track. Well, almost... 

There are two major obstacles in 
Space Racer. The first Is the series of 
sign posts, sticks, rods and poles with 
little bits on them that might be trees 
(were this not the futuristic world of 
2132);, The explosions are pretty con- 
vincing as is the dramatic tumble from 
the bike. It's an effect you witness a lot 
to begin with... take the corners and 
hit a passing billboard at a slower 
speed and you get stopped for a couple 
of seconds and your little man shakes 


his fist at the offending articles - a nice 
touch. 

The second obstacle is all the other 
drivers. This Is where the fun and 
indeed the point of the game begins. 
The time you take to complete a track 
isn't the point — your screen display 
doesn't even give you a timing rating. 
The other bikes are the pplnt - you 
have to get rid of them, by any means 
you can. This is what makes Space 
Racer - the best way of dealing with 
the opposition is to barge them on 
corners and push them off the track, 
onto a passing tree. 

The barging back and forth gets 
astoundingly vicious as both you and 
the opposition try to inflict ever more 
violent shoves on each other without 
losing control. 

There are a couple of other features 
worth mentioning. You can fire at the 
guy in front but you get one bullet 
every several hundred points so it 
doesn't amount to much. Bouncing 
blue balls appear once in a while and 
these boost your energy levels which 
depletes every time you hit something. 
Occasionally frantic bleeping signals a 
less welcome addition to the track — a 
mine - well worth avoiding I'd say. 


The graph ic* 
nicely detailed 
come to e 
Franc h 

houses. Soul 
impressive though, and the 
sample is the throttle up at 
nlng of the race and the loadll 
track. The rest is that vafl| 
noise that passes for engine} 
most racing games. Let's b* 
and call it adequate. The 
other niggles - the 
odd In what it doesn't tell 
having to press a key to fi 
much track Is left — wht 
Why couldn't it just be dls 
tinuously? And, despitft ev 
wouldn't mind having a V 
levels, even If tt isn't the rfujjfel 
the game. Put all aside tho 
Racer is a vary addictive 
it doesn't just get lost In 
tide of 16 bit software. 
PRICE: 

RELEASE DATE: 
GRAPHICS 
SOUND 
PLAY ABILITY 
VALUE 

OVERALL 


As you approach another treacherous hairpin bend, an opponent clips one of the 
signposts and explodes in a ball of flame. Pray you don't go the same way . + > 

H| .■ mm 


! |BBI 



The Amiga 
actiy the sar 
version revi< 
though the 
larly the sain.pl 


PRICE: 

RELEASE DATE: 
GRAPHICS 
SOUND 
PLAYABILJTY 
VALUE 

OVERALL 





The Bitmap Brothers have put their 
weird-looking heads together with 
Image Works and come up with a 
sport for the future with a novel twist... 
gratuitous violence. Gary Whitta gives 110 
percent and ends up over the moon. 



o 


ne of the first games to 
really cause a stir on the 
16-blt machines was 
Melbourne House's 
Xenon. The program- 
mers, three slightly outlandish lads by 
the name of the Bitmap Brothers 
sprung to fame overnight as the people 
behind one of the best shoot 'em ups of 
last year. Since then, nothing has been 
heard of them* until now. 

Speed ball is a deadly sport which 
takes place in the distant future. The 
rules are simple: two teams of five 
players face each other in the Speed 
Dome, a large metallic indoor arena 
with a goal zone at each end, and the 
object is to score as many goals as 
possible by throwing the ball, a heavy 
steel sphere about the size of a large 
grapefruit, into the opposing team's 
goal zone, 

At the outset of the game, a menu 
screen is displayed, featuring a variety 



i fi unti i 


urnt 


The PC version, If Red** goalie 
doesn't pull his finger out pretty 
sharpish, the Green striker it going to knock the 
ball in, no trouble* and pulJ the score back to i- 1 . 



o 


ne of Red's strikers leaps desper- 
ately to pluck the high-flying bait 
out of the air, but he** mistimed the pump and 
the ball has flown straight past as a result. 
Esufterfingers? 


■he Amiga version : note the more 
detailed pitch markings. It also 


ft* 



features enhanced music and sampled crowd 
cheers when a goal is scored! 


A 
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he mechanical ball launcher that spits out the ball at the start of play- 
Shades of Xenon here as the doorway in the floor opens up before the 
launcher rises up out of the floor, throws out the ball and finks back silently, doors 
closing behind it. The sequence features lovely animation on the gears and pistons 
underneath. 










1 J 
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trio be the Bitmap 
Brothers? Well, close but not ex- 
actly- They are in fact the cap- 
tains of the three teams you can 
choose to represent, Take a good 
long look at those statistics... they 
could mean the difference be- 
tween victory and defeat. 


of game options. There are two types 
|| of one player game against droid Oppo- 
nents, plus a two player head to head 
face-off. An option to load and save 
games Is also included. If a two player 
tournament is selected, the number of 
weeks over which it will be played — 
from 10 to a 1 QO — is also chosen. In the 
final pre-match screen, the human con- 
testa nts choose the teams that they 
wish to represent from a group of 
three. When this is done, the game 
proper can begin. 

The Speed Dome Ts rectangular in 
shape and about three (scrolling) 
screens long. The teams are split into 
three areas; two attacking, two de- 
fending and one goalie. When the game 
begins, the four attacking players 'face 
off in the centre of the arena as a 
mechanical ball launcher rises out of a 
hatchway and shoots the ball In a 
random direction. To gain possession 
of the ball, the player has only to run 
over it (only one on-screen player can 
be controlled at a time). An arrow 


flashes to indicate who has the bail, 
and he can then be moved exactly as 
before. Tapping the fire button causes 
your player to throw the ball, while 
pressing and holding it results in a high 
lob (useful for getting the ball past 
defenders). Since the goal zone is a thin 
5 lot about Five feet high, lobbing the 
ball in its general direction won't result 
In a goal; the ball will simply bounce off 


POWER -U PI 

The random lettered tokens that 

appear on the floor can be amazingly 

useful if implemented correctly. Hare's 

a brief run-down of what they do,., 

D Decreases your opponent's stamina. 

S Increases your own stamina. 

P Protects you from being tackled. 

G Gives you the ball automatically. 

J Reverses the joystick controls for 

ten seconds* 
M Launches an eight-way mine, nob- 
bling players who get in the way, 
E Similar to 'M p but only fires one 
mine. 

F Freezes your opponent's players for 

ten seconds, 
? Slow down your opponent's players. 



the wall. Only waist high shots, execu- 
ted by a quick jab of the fi re button will 
result in an on-target shot- 

So far you may have been led to 
believe that Speedball isn't a danger- 
ous sport at all, but you'd be gravely 


► 
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mistaken. Fouling features prominent- 
ly in the game, and is an essential 
tactic. There two basic methods. Hit- 
ting the fire button 
while running laun- 
ches your player into 
a violent sliding tackle 
that should release 
the ball. Far more ex- 
perienced pugilists 
and two opposing players meeting 
normally results in a heated fist fight. 
Again the fire button causes your play- 
er to land a doughboy onto the face of 
his opponent. One punch Es enough to 
put a player out of action for a few 
seconds (remember, part of a Speed- 
bailer's armour consists of a deadly 
spiked metal gauntlet!). 

In addition to the dirty game tactics, 
the opportunity to nobble your oppo- 
nents even further is provided by the 
novel 'power-up' weapons system. 
From time to time, floor tiles in the 
arena release round spinning tokens- 
Collect these, and they can be traded in 
at the intervals for extra features and 
advantages in the next game. 


Speedball represents 
the state of the art of 
sports simulations on 
the ST. Although it's 
not strictly a simulation 
(simply because the sport doesn't ex- 
ist) it's quite a lot like a futuristic 
interpretation of basketball, and. It 
actually 'feels' realistic The graphics 
help to convey the futuristic atmos- 
phere, and the bas-relief graphics 
ranks as some of the best to date, even 
surpassing Xenon, The sound is of a 
similarly high quality and includes a 
variety of wonderfully metallic in-game 
effects and several pieces of music- 
Spaedball is incredible fun, Never in the 
field of games reviewing has such an 
excellent fpame been played by so 
many for so long. It's one of the most 
enjoyable games to appear on the ST in 
a very long time, and as such It should 
feature highly on your shopping list. A 
must buy. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£1 9.99 
Out Now 
©7% 
84% 
94% 
S7% 


OVERALL 90% 




O There are a few graphic 
improvements, such as 
markings on the pitch, 
and the music's clearer. 
Accompanying the ac- 
tion are some superb sampled clinks 
and clangs as the ball is thrown 
around, plus cheers and even a car horn 
sound at the end of a round! Speedball 
on the Amiga plays identically to the 
brilliant ST version, and comes Just as 
highly recommended. 

PRICE 

RELEASE DATE 
GRAPHICS 
SOUND 
PLAYABILITY 
VALUE 


£24.99 
Out Now 
0T%i 
90% 
94% 
64% 


OVERALL 90% 


adl 


adies and gentlemen, meet the 
►ys behind the brilliance.,.. 
From left to right: Stephen Kelly (programmer 
of the ST version), Eric Matthews (the Bit- 
map's 'front man 1 , product designer and occas- 
ional graphics artist), and Michael Montgomery 
(programmer of the Amiga and PC verb ions) 


jeaf BaV Not only have the boys 

| J excelled themselves on 

w^F they've also delivered 

^^r the goods for discern- 

ing PC games players. As you can see. 
Speedball is Hooking pretty damn fhie. 



The two door-sized holes positioned on opposing walls in the centre of the game zone have 
rather a useful purpose, Throwing the ball into one of them will result in it being shot out of 
the other, at exactly the same angle and speed as it entered. Extremely useful for getting past 
defenders and passing the ball to players on the other side of the arena. 



iNEMAWAH 

RESENT 


id 


IS 1 


{j 


^rt/ith the zapping of ray guns and the cries of Zombie Women Rocket Ranger brings 
back all the action, romance, thrills and spills of the Saturday morning serial! 

Yes Rocket Ranger has arrived at last. 

Now available for the Amiga £24,99, Coming soon for the Atari ST £24.99/ 


RvOCKE-fliBRANG 


Headway House, 66^73 Shoe Lane r London EC4P4AB Tel: 01 -377464; 


Fa*: 01 -583 3494 Telex: 266451 vcnp#g Attention :gamoo7 
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Too early to think 
about Christmas? Not 
when it comes to the 
Atari User Show. 

For this is the festive 
event t hat has it all: 

LOADS A exhibitors 

(around 70) 

LOADS A hardware 

LOADSA software 

LOADSA new products 

LOADSA games 

LOADSA happenings 

LOADSA technical advice 

...and most important of all 
for you 1 the visitor — 

LOADSA bargains! 

With hundreds of special 
show offers to choose 
from, here's one place you 
can do your Christmas 
shopping and end up 
in pocket. 

You can even save £1 a 
head before you get there 
by using this advanced 
ticket form. 

if you enjoy computing 
with Atari, you'll be thrilled 
with the Atari User Show! 


SHOW HOURS 


FRI-SAT 10am -6pm 
SUN 10am - 4pm 


Bring this coupon to the Show 
to get £7 per person off the 
normal admission price of 
£5 (adults), £3 50 (children) 



No matter which Atari 
machine you use from the 
8-bit through to the mega 
ST you'll find just what you 
are looking for. And even 
some exciting things you 
didn't know existed! 

For all the leading 
companies in the Atari 
market will be out in force 
to demonstrate their 
latest developments. 

Traditionally the liveliest 
Atari event of the year, this 
p re-Christ mas show is 
shaping up to be the most 
entertaining of them all. 

Don't miss it — and 
make sure YOU enjoy a 
Merry Christmas! 


How To Get There 


J 


CHRISTMAS Friday > November 25, Warn -6pm 
^ i r h mm Saturday November 26, 10am 6pm 
^ J~J Z-J J-f Sunday. November 27, Warn 4pm 


The West Hall, Alexandra Palace, 
Alexandra Park, Wood Green, London N22 

Valid for up to four people 


DATABASE EXHIBITIONS was 87*888 




Alexandra Palace is so 
easy to get to by car, rail, 
underground or bus. It has 
its own British Rail station, 
just nine minutes away 
from King's Cross, and 
there's a free bus service 
shuttling between the 
station and show every 
10 minutes. 

If you're travelling by 
road, the show is only 15 
minutes away from 
Junction 25 on the M25. 
Car parking is free 


4^ 


Does anyone remember 
an (ahem) 8- bit game re- 
leased, oh, all of five 
years ago by Activision. 
A sports simulation 
which required you to wiggle Cor 'wag- 
gle') the joystick as quickly as possi- 
ble, thus causing your binary alter-ego 
to run, throw or jump as fast or as far 
as possible. Many games of a similar 
ilk followed, but none managed to 
capture Decathlon's feel — including 
Ocean's first Daley Thompson tie-in. 

It must be said that there's nothing 
particularly subtle or innovative about 
this type of simulation — it's more 
often than not the player with the 
most beef being the best. Where joys- 
tick waggling games succeed as simu- 
lations however, is by virtue of the fact 
that with all these frantic arm move- 
ments, you sweat and ache — a lot. just 
as if you really are running a cardiac 
arrest Inducing 1500m. 

There haven't been 
too many games 
of this type 
released on 
the 16-bit 



DALEY REACHES 
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DALEY OFF TO 
FLYING START ! 



arling Daley Thompson was 
hotly tipped to become the 
first man ever to win three Olympic 
Gold Medals in succession by coming tops in 
the Decathlon at this year's controversial 
Olympic Games in Seoul. But he failed — ,by a 
meagre 20 points! Gary Penn attempts to 
make amends by waggling away with 
Ocean's officially endorsed sports 
simulation... 


machines. Whether you see this as 
fortunate or not depends on your de- 
sire to gratuitously exert yourslelf in 
this fashion. 

Daley Thompson's Olympic Chal- 
lenge is split into two sections — train- 
ing and the decathlon itself, and digi- 
tised images of # Daley feature heavily 
throughout. The objective is very 
straightforward; accumulate as many 
points as possible in each of the ten 
joystick-waggling events and attempt 
to knock the world record into a cock- 
ed hat. Ocean have taken a leaf or ten 
out of Daley's book where points are 


ympi 



on 


ong spikes aid the digitised Daley's 
trforrnance In the shot put. Tiny ath- 
letes train in the background, oblivious to the tightly 
coiled spring about to explode at the top of the 
screen. Speedy waggling and good timing should 
result In a lengthy 4S degree throw and plenty of 
points. 



Before you can compete in an 
event you hive to select suitable 
Adidas footwear* Choosing the wrong shoes 
can severely affect your performance - for 
example, not wearing the running shoes for 
the 1 00m makes the going like wading through 
treacle.., 


■he 400m and 1 500m are all depicted as 
below, and both require plenty of wag- 
gling and little else. Thankfully you don't have to 
waggle like mad alt the way through the 1500m - 
slower movements suffice once your power is built 
Up, It's the 400m which is the arm killer, so It's 
steroids... erm, Lucoxade at the ready.., 


•he fourth event In Daley's gruell- 
ing schedule is the high jump. It's 
one of the most difficult events, and the 
instructions don't help, so here's a tip: tap the 
fire button when Daley reaches the centre of 
the bar, then press it again when he's at the top 
to sail over. Oh and use flat shoes. 


Waggle for all your worth on the run-up for the Long Jump, then hit the button before 
you cross the board to send a digitised Daley (left) sailing through the air. Cute 
atmospheric touches include a cameraman beside the pit who follows Daley's movements with his 
camera, athletes running past, and a guy to rake the sand after a jump. 





4 




'he training sej*ion takes place in the gymnasium, and comprises two type* of 
adrenalin pumping, Both exercises involve,, surprise surprise, plenty of waggling as 
you attempt to fill a bottle of Lucoza.de by performing sufficient lifts. Fill a bottle and you're 
awarded a can of Lucoxade, which can then be used to boost Daley's energy before an event and 
make,the process of waggling a little less demanding* 


4t 
4* 


concerned, and all scoring is based on 
the Veal thing". 

Apart from the software the pack- 
age contains a wall chart Cwhich inclu- 
des a history of the Decathlon, facts 
and figures about Daley Thompson — 
did you know he was married with one 
daughter? — and his personal bests) 
plus an audio cassette featuring a 
remix of the title tune, produced by 
Ocean's in-house musician Jonathan 
Dunn. 

,aley pounds down the cinder track in IQ4m. The level of Lucozade In the bottle to 
the right of the track screen represents your speed of waggle - and as you can see, 
Daley *s not doing too well. 


| EDIT I AN | 
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DALEY IS 
FIGHTING FIT 
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Maybe I expected too 
much but this all comes 
as a bit of a disappoint- 
ment. It's a shame that 
all events rely so much 
on how quickly you can wiggle the 
joystick from side to side, so Invariably 
there's very little ski.ll involved. That 
said, timing is of the essence in some 
events when pressing or releasing the 
fire button to perform a throw or jump 
— the high jump in particular. Ocean 
should have gone for a more subtle 
approach, like the game play featured 
in E pyx's Winter Games and World 
Games which works so well and Is far 
less strenuous- The biggest fault in 
Daley's Challenge Is the fact that you 
have to play through events sequen- 
tially with no opportunity to practice 
some of the later events. So if you get 
stuck, say, with the high Jump and 
can't seem to get over the bar, or you 
performance in the lOOm is so poor 
that you don't score any points, you 
cant see or play the rest of the events. 
This also means that it's herder to 
become proficient at Later events. The 
graphics aren't too bad on the whole, 
and although some of Daley's images 
look very fuziy around the edges, most 
of the animation sequences work well. 
The smaller representations look quite 
crude in comparison though, Sound is 
used surprisingly sparingly, with onJy a 
few, adequate sampled effects, some 
simplistic jingles and a. reasonable title 
tune. When it bo its down to It, Daley Is 
a fairly tired old concept dressed up in 
new sportswear, But it's still quite a 
playable concept, and as such it's 
worth a look. 

PRICE: £24.95 
RELEASE DATE: Out Now 

GRAPHICS 779b 
SOUND 56% 
PLAY ABILITY 76% 
VALlJE 61% 

OVERALL 70% 


Due to be released 
shortly after the Amiga 
version, ST Daley 
should be very, very 
similar cosmetically, 
and identical as far as gameplay Is 
concerned. There's an update in the 
newt issue. 
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36a Osborne St 
Essex. 

(0206) 560638 

PLACE YOUR ORDER NOW ON (0206) 869668 (0206) 863192 


NEW SHOP!! 
CHARLES STREET 

LEICESTER 
OPENING SOON!! 



6 Bond St 
Ipswich, 
Suffolk. 
{0473} 57 1 5B 
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oggle-eyed Chris Jenkins tries to 
ignore the naughty box artwork for 
Dinamic's Game Over II and concen- 
trate instead on the software within — only to 
find that it's hardly the stuff to keep you 
glued to your joystick. 


You may or may not re- 
member, but the original 
Game Over (which never 
appeared on 16-bit) was 
dne of the first titles 
where Its artwork aroused more In- 
terest than the game itself. Its 
scantily-clad space princess crops up In 
an even more pneumatic form on the 
packaging of the sequel — and on the 
colour poster included with the pack- 
age. This despite the fact that she 
doesn't even play a part in this game. 
But if you can tear your eyes away 
from the box, you'll soon realise as I 


did that the software Itself is nothing 
to get excited about. 

The plot is run-of-the-mill arcade- 
adventure fare. You play steel -jawed 
hero Major Locke, who must rescue 
Arkos t hero of the previous game, who 
has been imprisoned by the forces of 
the evil Queen G rem la on the prison 
planet of Phantis. This task comes in 
two parts, and to load the second, you 
have to get an entry code by complet- 
ing the first section. 

Part One Is split into four sections, 
the first of which is a space shoot 'em 
up with a basic lack of imagination and 






Id \ 
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nee you've got through the Four levels of the first section, it's time to explore the 
cavernous confines of the alien stronghold - a simplistic flick screen arcade adventure. 


ambition. The main playing area is 

lamentably small, and as you proceed 

from left to right your spacefighter is 
t 

attacked by an unimpressive selection 
of enemy ships. The second phase sees 
you speeding over an unimpressive, 
monochromatic landscape, shooting 
more alien craft and things get more 
difficult as the volcanic landscape be- 
neath you begins to erupt, Gas bubbles 
and giant snakes abound in the caver- 
nous confines of the third stage, which 
can get Impossibly difficult at times. 

Assuming that you can fight your 
way through the first three phases, 
you land on the planet and mount an 
ostrich- 1 ike Adrec (which ressembles a 
Taun Taun from The Empire Strikes 


natrolling the mar- 
sh lands of the 
alien planet on the back of your 
iruity (and rather odd- looking) 
mount. Bizarre creatures 
abound and have to be killed 
before they kill you. 



egotiate the 
caverns below 
the planet's sur- 
face, shooting wisps, alien craft 
and snakes. Not only does It 
look and sound dreary, it plays 
ike a brick. 


but most just float along hoping you Id 
bump a^tci them, so it's blast and plod 
all the way as you make your way 
through the caverns. There are still 
problems though; you can't walk and 
shoot at the same time, although you 
can shoot while you're flying. 

You have five lives In this section, 
and can recharge your energy by find- 
ing pulsating hearts. Some of the back- 
ground scenery is nice, but the usual 
business of finding access keys and 
mapping the maze doesn't generate 
much excitement. On later levels you 
encounter sea -monsters, a < very- 
short) helicopter journey through vol- 
canic caves, and finally hordes of devils 
guarding the prison. But I doubt if 
you'll be rivetted enough to want to 
play this far. 


into the second load you 
'encounter all manner of odd 
hazards, such as sea monsters which are 
almost impossible to avoid or shoot, and the 
lava pits, seen here. The heart in the centre 
provides extra energy. 



Back). This is a bit more entertaining, 
as you gallop across the swamp, fight- 
ing off guards mounted on giant toads 
and flying lizards. 

Complete this section and you're 
given the access code for Level Two. 
Re-boot and enter it to embark on a 
journey through the six levels of a 
labyrinthine alien complex. The first 
section isn't much fun since you can't 
shoot the aliens; Instead you have to 
guide a bouncing blob into them or 
avoid them until you find the entrance 
to the caverns. 

Once inside, you soon find a laser 
weapon, and later on its booster pack. 
Some of the alien guards shoot at you. 


It's not really true to 
say that Game Over II 
is a disappointment, be- 
cause I didn't really ex- 
pect much from it. It 
seems a pity though, that time and 
effort should go into producing a game 
which makes little or no real use of the 
ST's advanced abilities. The graphic 
design is crude, while the music and 
snatches of speech are simply unre- 
markable. Games like Carrier Com- 
mand, Starglider 2 and Mirror soft's 
forthcoming Interphase, with solid 3D 
graphics, fast animation and complex 
games lay, are becoming almost the 
norm far 16-bit software. Game Over II 
Is basically an 0-bit game which shows 
Its origins only too clearly. 


PRICE: 

RELEASE DATE: 
GRAPHICS 

SOUND 
PLAY ABILITY 
VALUE 

OVERALL 


£19.9 5 
Out Now 

29% 
30% 
35% 
21% 


There are no plans for 
an Amiga version, 
which shouldn't cause 
Amgia owners too 
many sleepless nights. 


Edit sprites 
Edit objects 
Edit bachground 
Edit iff sound 
Edit player limitations 
■cait attacH uidues 
Edit levels 


Test Game 



storage 


f Hit SfUCK 



Just as there's a backseat driver m all 
of us, we are all programmers at 
heart. We enjoy playing games and 
often think we can produce better, 
but very few of us can be bothered to 
actually apply ourselves and learn the intrica- 
cies of say, 68000 Assembly language. Latent 
talent is out there. Creative gameplay genius 
is screaming to be released. Now's your 
chance to show the world who was right all 
along... Now you can 
sit down and produce 
a sizzling shoot 'em 
up, complete with 
dazzling graphics and 
meaty sampled 
sounds. And all with- 
out the need to type a 
single instruction. Re- 
sident SEUCKer Gary 
Penn puts Outlaw's 
latest through its 

paces... 


t was the ever-fertile minds of 
Chris 'Chrix' Yates and Jonathan 
'Jops' Hare, better known as 
Sensible Software, that con- 
ceived the Shoot 'Em Up Con- 
struction Kit — a menu and icon-driven 
utility* or more accurately, series of 
utilities which allow games players 
with aspirations but no programming 
knowledge to produce their own quali- 
ty shoot em ups. 

To all intent and purposes, SEUCK 
started life as Worldmaker H a graphics 
utility used by Jops on the Commodore 
64. After a little cajoling, Chrix was 
persuaded to expand it into something 


Sprite 
Editor 




All sprites, spaceships, aliens, etc, are created cm this simplistic but 
comprehensive drawing utility. Eight colours are at your disposal (well, 
seven if you discount the background), and you can copy, slide and mirror to your 
heart's content 


heart's content. 

onstructio 


1 




ou can use any D-Pairu picture as 
\ a loading screen for your 5EUCK- 
designed game. Let's use Venus - not a patch 
on the, origin* I (groan). 

more, , , substantial, and the result was 
an Instant success, 

Richard Leinfellner is the man behind 
this Amiga conversion, which — for the 
benefit of anyone remotely familiar 



with the original — closely follows its 8- 
bit parent, albeit with some suitable 
modifications and enhancements. The 
sound module for example, takes 
advantage of the Amiga's 'standard' 
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Hits to Mi 

Fir t direction 
Fir# rate 
Bullet speed 

Explosion SFK 
Bufltt SFX 
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Collision 

Enemy to ship 
Enemy Die B VtS B 


■his is where the background 
scenery Is put together by means 
of building blocks- It's up to you 
to design your blocks efficiently, thus allowing 
you to bolt together as few as possible and yet 
compose a varied backdrop. 

IFF sound format, allowing any IFF 
sample to be used, while D-Paint load- 
ing screens can be bolted on with ease. 

Palace musician Richard Joseph has 
provided over 20 sampled sounds, 
ranging from firing noises and arcade- 
style hums to metallic clanks, snippets 
of speech and beefy explosions, 
Richard has been working for Palace 
for over two years now, and his back- 
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Ship Die B Ho 
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Enemy Die B Yes 

Bullet Die H Yes 
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■n< Ob)ect Editor Is 
where you animate 
your sprites. Up to 18 frames can 
be linked together and animated, 
You can also determine the aliens' 
characteristics, such as fire rate and 
bullet speed, and which sounds will 
be used. 
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ground involves producing music for 
children s television programmes, 
amongst other things. His first 16-bit 
work for Palace was the superb 
grunts, groans and clangs of Barba- 
rian, and he has recently finished work 
on Barbarian II and now SEUCK. 
Rjc hard Leinfellner is fulli of nothing but 
praise for his fellow Dick: "He's bril- 
liant. He really does understand 
sound." 

So how do you go about creating a 
game? Let's say you want to produce 
something along the lines of Master- 
tronic's Sidewinder. We need a decent 
spaceship to control with our joystick, 
so putting on our drawing hat we come 
up with a sleek fighting machine which 
we can animate so it titts when we 
move the joystick left or right. How 
about some aliens? Always handy. We 
can determine where they will appear 
during our game and also how they 
will move — but we ought to have a 
backdrop first, so let's design some 
scenery for a. few levels-.. 


'he block selection screen, where 
all the blocks you've created so 
far are displayed. 

The aliens are effectively bolted on 
to the scenery, so that when you 
approach a particular spot, the alien 
you slapped down, so to speak* does 
what you told it to do when you put it 
there. When you're ready... in go the 
firing noises, along with the bleeps, 
hums, buzzes and booms. A little fine 



i J^i^currei 


Gary Peon. 


RICHARD LEINFELLNER A POTTED 
HISTORY (CONDENSED) 

/t electronics whizz Richard Leinfellner and Pete Stone who started Palace Software 
in January of 1 96W F with a little help (finance! from Palace Films, Thair first ralaasa was 
based on Sam Rat mi's controversial 'video nasty' The Evil Dead, it was pretty poor, hut due 
to the subject matter it succeeded in getting Pa face noticed. But it was their second release 
(and Richard's sacond same) which put them on the map,., the arcade adventure Cauidron, 
By the time Cauidron It hit tha Streets a year later in tQSS, Richard wan actirtg as more of- 
a product manager and lass of a programmer, and it wasn't until late iast year that he 
formed a freelance programming team with an old friend, who wishes to remain nameiess. 
Richard is content to tackle tha Amiga, while his partner is the man responsible for 
Barbarian if on the ST. "What's to come after Amiga Barbarian fl? Oh. we've plenty of other 
projects to be getting on with, hut 1 shan't say anything about them just yet." 
Thank you Richard. 


tuning perhaps, and,,. And there you 
have it- 

Oh, and don't forget to save your 
progress regularly — we don't want to 
lose a whole day's work because of 
one silly little lapse in concentration 
now do we?... 

The finishing touches are currently 
being put to a couple of demonstration 
games to accompany the package. 
They prove incredibly useful as you are 
given the opportunity to fiddle with 
them and can see exactly how things 
come together. 



What SEUCK does re- 
markably well is give 
YOU art insight into how 
much time and effort 
has to go into produc- 
ing a game. Gond graphics — and that^s 
not necessarily well drawn graphics — 
take a long time to produce, and 'de- 
bugging' or tweaking is most time 
consuming. I would say you could prob- 
ably wri+e a game of saleable quality, 
but it takes time, for much the same 
reasons as programming from scratch 
takes time — you need a good idea In 
the first place and it's not simply a 
matter of slapping bits around willy 
nilly. Obviously graphics and sound 
can't really be rated* and PL AY A B I LIT Y 
in this Instance really refers to EASE 
OF USE. There's no reason why VALUE 
and OVERALL should mean anything 
different, although the former category 
takes POTENTIAL into consideration. 
In conclusion, it must be said that 
SEUCK is great. It's easy enough to use 
and rather engrossing once you get 
going. Whether yo%i eventually write a 
game or not becomes Immaterial — 
there's plenty of fun to be gleaned from 
being creative instead of destructive, 
and as such it comes highly recom- 
mended. 


PRICE: 

RELEA # VTE: 

November 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 
Mid- 

N A 

N/A 
60% 
81% 


OVERALL 84°/o 


An ST version Is unlike- 
ly, although the pros- 
pect of a conversion is 
currently being consi- 
dered by Palace, More 
news when we have it.,. 
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Advertisements are expected to conform to rules and standards laid 
l down by the Advertising Standards Authority. Most do. The few that 
don't we'd like you to write in about. 

And if you'd like a copy of these rules for press, poster and cinema 
advertisements, please send for our booklet. Its free. 


The Advertising Standards Authority. 

We're here to put it right* 

ASA Ltd., Depi Y Brook House, Torrington Place. Ijondon WCIE 7HN 
This spare isdoiukvi in ihvinirrvstsul hit^h standards of advertising, 
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INSANITY Fl 

Micr odeal Linel 


> Amiga owners currently 
struggling to reach the later 
levels of Microdeal's ageing 
vertically scrolling blaster need 
struggle no longer. The more sup- 
ple among you can move to the 
next level by simply (!) pressing 
the i_ r key, and holding down both 
mouse buttons and the joystick 
fire button — all at the same time! 
Thanks to Martin Cliff of Oldham. 


Ocean 

>A quick cheat for the Amiga 
version of this uninspired 
film tie-in... type HAMBUR- 
GER in the high score table to 
activate the cheat mode* then 
start the game and use function 
keys F1 to F4 to load the different 
levels. 

ARKANOID; 
OF DOH 

Imagine 

As promised last month, 
^> here's the second part of the 
^ cheat for Peter Johnson's 
quality coin-op conversion... When 
all your lives are lost and the title 
screen i^i displayed, hit the CAPS 
LOCK and type MAGENTA. Now 
when you start a new game, press 
*S' to open up the gates either side 
of the screen so you can progress 
to the next... But even more useful 
Is this: lose all your lives to return 
to the title screen, hit the CAPS 
LOCK and type En MAGENTA 
again, only this time also type 
DALEY to take you right to the 
last screen, Thank you Peter,,, 



It's all very well knowing which games are worthy of 
your undivided attention, but there comes a time when 
someone, somewhere needs to know more than just 
how well they play. "How do ] get past...?" "What do 1 do 
when,..?" These are typical pleas for help. Can your conscien- 
ce take any more? If you happen to have stumbled across 
any useful cheat modes, clever tactics or original listings 
which could bring hand relief to frustrated games players, or 
you just happen to be Plain cocky and can provide general 
hints for any game available, why not play the Good 
Samaritan and share your knowledge? Send anything re- 
motely worthwhile to TIPS, The One. Priority Court, 30-32 
Farringdon Lane, LONDON EC1R 3AU. And just to make it 
worth your while there's software up for grabs for the 
sender of the best original tips we print each month. 


Elite 

> Quite why the Japanese 
named the two heroes of 
this neat shoot H em up Paul 
and Vince is anyone's guess, They * 
sound more like hairdressers than 
crack commandos*** C O'Brien of 
Cheshire knows how to beef them 
both up a bit, and here's how: play 
a game and get a score high 
enough to put you into the high 
score table. Enter FREERIDE in- 
stead of your name and press RE- 
TURN. Now when the high score 
table is next displayed it should 
say 1988 FEB where you entered 
FREERIDE. which indicates that 
the cheat mode is active. Start the 
game again and you should find 
yourself invincible. 



>So you're one of the few 
people who own a copy of 
this old boot, eh? and just 
like Tim Cork of Stevenage, you 
can't seem to survive longer than a 
few seconds? Well here's some 
help.., When on the high score 
table, type MONITOR, (and this 
includes the full stop in case you 
were wondering). Play again and 
you should find that infinite lives 
are yours for the wasting. Thank 
you Matthew Hayne of Birming- 
ham for that. 


RACER 

■ 

Electric Dreams 

>The recent release of the ex- 
cellent Super Hang-On 
makes Electric Dreams* 
rather poor conversion of Segals 
Enduro Racer look even more piti- 
ful. Quality aside, its reappearance 
on Ocean's compilation means that 
more people will be playing it and 
consequently interested In some 
help. So here you have it, courtesy 
of Jim Swinson of Battersea... Whi- 
le racing, type in CHEAT, Now 
press *T' for an extra ten seconds 
of racing time or *S' for some extra 
speed. Better still, press 'F' to 
automatically advance to the next 
checkpoint. 



Microdeal 

>So it's getting a little long in 
the tooth and you may have 
heard it all before, but there 
are still some people who have 
never seen these cheats before and 
need to be spoon-fed if they want 
to rack up more than a few hun- 
dred points. Press the T key at any 
time to enter the bonus round, or 
better still, press *U' to advance to 
the next level. There, that's better. 



GO GO GO! 

It's a good idea to fami- 
liarise yourself with the 
controls of the Icarus 
by simply flying around 
for an hour or so. In this 
time you can observe 
the layout of the Soil- 
clan system, the posi- 
tion of the planets and 
moons and the location 
ot the more obvious ob- 
jects that a re needed, 

When you're ready to 
begin the mission, res- 
tart the game from 
scratch and fly to one of 
the tunnel entrances on 
Apogee (85-52 or 82- 
34). Follow the accom- 
panying map and head 
for the hangar at 67-30, 
Here, the Apogean tech- 
nicians ask you if you 
want thom to build a 


the full treatment, courtesy of Steve Jarratt (with 
help from Steve Williams of Newton Aycliffe in 
County Durham; Christopher Hill of Renfrewshire 
up in Scotland; Richard Symons of Bridgend, Mid 
Glamorgan, and Jim Houston from Bury in Lanes), 


neutron bomb. You 
won't get very far if you 
don't* so answer Y\ 
They then provide an 
interplanetary shop- 
ping list of the items 
required (see panel). 

Many of these objects 
are simply collected 
from sites around the 
system, while some are 
obtained by trading 
witb Solicians at other 
underground depots 
within the system. 
Alternatively, a few 
sorties against pirate 
ships can be extremely 
worthwhile: smaller ob- 



jects such as Castro- 
bars and Vistan wine 
can be collected using 
the tractor beam from 
the floating debris of a 
recently blasted pirate 
vessel. 

Collecting these 
items is relatively sim- 
ple — it's more a matter 
of time than trouble. 


However* constant 
attacks from the 
Egrons have to be 
fended off, and the Icar- 
us' shields replenished 
from time to time. The 
easiest way to do the 
latter is to collect aster- 
oids In the tractor beam 
from the asteroid belt 


between Apogee and 
Midway. However, this 
can be a slow and fiddly 
process; if you are in 
dire need of energy, fly 
along the powerlines 
that are found on most 
of the planets (there's 
one on Apogee that 
runs from 54-00 to S4- 
90). If you happen to hit 
one of the pylons and 
the power stops, sim- 
ply fly into space. On 
your return, the pylon 
has been replaced and 
the power line's back up 





Case of Nuclear Fuel 



Crate- of Cast robam 



Cask of Vistan Wine 



Lump of Mineral Rock 



Asteroid 


A PROFESSOR HALbEN TAYMAR 
The prof is 'burning rubber' in an Emma-2 hover car 
on the surface of Broadway. His driving is rapid and 
erratic: it may take a while to get the tractor beam 
locked onto hlrn. Because the technicians on Apogee 
cannot begin constructing the neutron bomb without 
him, the professor is first on the shopping list-, 

CASE OF NUCLEAR FUEL 
Nuclear fuel can be found lying around on Aldos, at 
various locations (eg: 75-09}. The case should be no 
trouble to find, but if a spare Icarus pilot's couch is at 
hand, it can be exchanged for nuclear fuel on Esprit. 

CRATE OF CA5TROBARS 
Castrobars can be 'stolen' from pirates, or traded for 
a petrified tree on Castron (depot at 66-00). Trees 
are readily available on the surface of Enos, 

Again, found in the cargo hold of pirate vessels, or 
obtained an Castron (depot at 05-00 >, by swapping it 
for a bouncing ball. These strange, Amiga-demo 
creatures are found bouncing around on Vista. 

LUMP OF MINERAL ROCK 
Simple: go to Q-Beta — there are plenty just dotted 
around the landscape. In the unlikely event that they 
cannot be discovered, the Soliclans on Apex will 
provide one in exchange for a pyramid. These are to 
be found on Enos (24-12) and Vista (23-74). 

ASTEROID 

The asteroid Pelt is to be found situated between the 
orbits of Millway and Apogee (flying through this 
region with the Stardrive activated is fraught with 
danger: the ship is continually brought to a halt by 
contact with one of the large rocks. To lower the 
chance of collision, keep moving the mouse In a 
circular motion while flying along). 

FLAT DIAMOND 
Thpse are available from the Solicians on Questa. as 
long as they have an Egron mechanical whale in 
return. The whales are to be found swimming in the 
upper atmosphere of Millway, travelling between O- 
Byta and Aldo^ an also near the planet Castron, 

CLUSTER OF NODULES 
There are plenty of these dotted around the surface 
of Dante. However, they can always be obtained in 
exchange for an Egron mechanical duck from the 
Soliclans on Synapse. The ducks are usually to be 
seen whenever space whales are around, 

EGRON MINI-ROCKET 
The Egron's disgarded weaponry is to be found at a 
number of locations, such as Castron (87-50), or 
Aldos (2£-10). The rocket can always be purchased 
from We st me re, though, for the bargain price of one 
asteroid. 



Eoron Mini Rock 


STARQUAKE 

Mandarin 

>So you've just bought an ST 
complete with a free copy of 
Starquake (amongst other 
things), and you can't seem to get 
very far, eh? To help you get about 
a bit, here's a complete list of 
teleport codes, courtesy of a John 
Smart from Lewisham in Kent,*. 


FL1ED 

ROKEA 

CH1NG 

HINDI 

DAVRO 

SOCHI 

SOLUN 

NICHA 

TABET 

BORNO 

LUANG 

CWORE 

TSOIN 

KWANG 

KALED 

ADKEA 


RETURN TO GENESI 

Firebird 

> Steve Bak and Pete Lyon*s 
unimpressive horizontally 
scrolling shoot "em up seems 
to have been causing some grief of 
late, so a cheat is hereby provided 
to make life bearable once again. 
When on the title screen, type 
WAS P. ASM to activate the cheat 
mode, then press the F5 key for 
invincibility. Thanks once again go 
to Robert Jackson. 


CARRIER COMMAND 

Rainbird 

>Mr O'Brien of Cheshire also 
has a choice cheat mode for 
Realtime's Number One suc- 
cess., . Commence play as usual 
then pause the game with the 
mouse button (this is important). 
Type in GROW OLD ALONG WITH 
ME (and that's including all the 
spaces) and press the '-r T key on 
the numeric keypad, You should 
now find that all your Manta and 
Walrus craft are completely 
shielded from enemy attack. Sadly, 
this cheat doesn't protect your car- 
rier. Oh, and should you tire of 
being considerably hardier, press 
the '— ' key to disable the cheat 
mode. 



EMPIRE STRIKES BACK 

Domark 

>This cheat only works for 
the very playable ST conver- 
sion of this classic Atari 
coin-op. Anyone with anything for 
the Amiga?,,. Wait until the credits 
screen appears in the attract sequ- 
ence, then hold down the TAB key 
and type in VEKTORGRAFIX. Now 
you can press L, C or D for pictures 
of Luke, C-3PO and Darth Vader, 
Crikey, what a cheat. Actually, the 
best bit is that you should now be 
invincible,.. Thank you Steve 
James of Tividate in Birmingham. 

LEATHERNECK 

Microdeal 

> Steve Bak seems to slip a 
cheat mode into everything 
he writes* and this playable 
Ikari Warriors-inspired romp is no 
exception. When the mission 
starts, type CUTHBERTNECK and 
then press the F3 key. Lo and 
behold, you are now completely 
immune to the enemy's machine 
gun fire and grenades. Mind you, 
it's worth bearing in mind that you 
can still be killed by bullets or 
grenades unleashed by any col- 
leagues in play,,* 

ROLLING THUNDER 

US Gold 

> Granted, the original coin-op 
wasn't up to much, and the 
ST and Amiga conversions 
are even worse. But what if you 
bought a copy? And worse still, 
you can't get very far... Type J IMB- 
BBY to be blessed with infinite 
energy, then press the T key to 
move to the next level. Thanks to 
Chris Cooper of Newcastle. 

KARATE KID U 

Microdeal 

> Should you feel the need to 
progress a level in this lack- 
I ust re I i ce n sed com b at 
game, just press the 'P* key. Robert 
Jackson from Durham is the sen- 
der of that gem. 





VIRUS 

Firebird 

> Following our first complete 
Players Guide by Julian Rig- 
nalU we've had dozens of 
letters telling us where to find the 
elusive Mystery Ship. But it was 
Ben Lloyd of New Barnet in Hert- 
fordshire who also felt the need to 
offer an alternative method of dis- 
posing of an Attractor, Julian reck- 
oned you should approach from a 
high altitude, then dive, guns 
ablazing. But, as Ben quite sensibly 
points out, if you don't kill it first 
time, it usually pulls you straight 
into the ground, So, he suggests 
this; approach the Attractor from 
the side, over the sea if possible so 
you can't get dragged into any- 
thing protruding from the landsca- 
pe. Let it pull you in while you 
shoot at it* then hit the thrust just 
before you ram the Attractor. Pass 
over it, turn and come back for 
another run guns spitting death. 

As for the Mystery Ship.,, Repre- 
sented on your map as a black dot, 
the Mystery Ship first appears on, 
Level Six. It looks a bit like a Space 
Invader (remember those?) and 
patrols the landscape at a fixed 
height, but with no obvious flight 
pattern. Its method of defence is to 
unleash red and white homing mis- 
siles of sorts which behave very 
similarly to pests, A missile should 
take care of the Mystery Ship it- 
self, but on later levels it has the 
annoying habit of causing your 
missiles to fly around in circles, 
which means it takes a long time 
for them to hit their mark. The ship 
takes a good 20 or so shots to kill, 
and your efforts are rewarded 
with a 2,000 point bonus, with 1 50 
points awarded for each homing 
missile destroyed. So now you 
know. 




Like doing IQ tests? Are you 
the sort of person who In- 
sists on doing all those ridi- 
culous match puzzles you 
find on the back of the beer 
mats? Bombuzal could be the game for 
you. It's almost the game for me but 
I'm not sure. It manages to be both 
addictive and irritating at the same 
time and though there are some 
reasonable 3D graphics I couldn't help 
wondering whether the whole thing 
might not be better without them. 

Bombuzal is about blowing up 
bombs. You control a sort of cutesy 
(sickly) upside down blancmange with 
arms and legs. Over a vast number of 
increasingly complex levels you move 
your blancmange, square by square, 
detonating bombs by jumping on them. 
The objective is to clear all the bombs 
from a level without blowing yourself 
up and within a time limit. 

But Bombuzal Is no arcade game. 
The challenge on each level is not 
essentially to do with reacting quickly 
but rather thinking quickly. The chal- 
lenge is to get at the bombs in the right 
way. Each level is constructed of a 
series of tiles. Some tiles resist explo- 
sions, some do not. Sonne tiles dis- 
appear after you've walked over them 
once, some transport you to some- 
where else in the level. Other squares 
are 'slippery' and slide you in the 
direction you are currently heading. As 
you can imagine, this makes getting 
from point A to point B a surprisingly 
difficult task. 

Then there are the bombs them- 
selves. Some, once detonated, merely 
blow up the square they are on. Others 
blow up several squares around them. 
This may In turn ignite another bomb 
and another and so on... Confused? 
You will he! Some tiles are slotted - 
this means that bombs may be moved 



here is such a view of the first level . . . 


And here*? the same level in glo- 
rious 3D. The joystick controls 
are a hit fiddly, but on the whole it's easier Co 
play in this mode. Time is running out for our 
fat friend, and there are bombs to be blown ♦ . . 



Puzzle Games, you 
either love them or 
hate them. Graham 
Taylor quite likes 
them. Bombuzal is a puzzle 
game with a vengeance, 
but does the addition 
of some 3D graphics 
justify the full-price 
tag? 


om 


down the slot from one tile to another 

- perhaps enabling you to avoid a 
chain reaction. On the other hand, 
perhaps not. 

There's more* On later levels there 
are switches which change the tile 
arrangements in various ways, 
perhaps making a tile appear from 
nowhere. Then there are other-threats 

- Sinister and Dexter. One always 
moves right, the other always moves 
left. Clearing a level can tie a brain- 
addling experience. You frequently get 
to the point where it seems definitely, 
absolutely impossible to complete a 
level where the little blancmange has 
been blown to smithereens so often 
that you're ready to smash the joys- 
tick when... 

ore 3D puzzle frolics in Tony 
Crowther and David Bishop's 
Bombuzal. Incidentally, Image Works managed 
to persuade an assortment of magazines and 
programmers to design some brain-twisting 
levels. So watch out for Andrew Bray brook's, 
|eff Hinter's, Jon Ritman's and maybe even 
ours < . . 



Olt probably won't come 
as any great surprise to 
learn that the Amiga in- 
carnation is virtually 
identical to the ST ver- 
sion apart from some slightly less 
muffled sound,, 


Bombuzal is certainly 
clever and it has some 
neat touches. The 
graphics, though not re- 
quired to be that varied, 
are large and the blancmange is pro- 
vided with a few cute facia! express- 
ions CI particularly liked his "Oh no I'm 
going to blow up" hands over the eyes 
pose), Sound is completely adequate, 
the explosions which are the most 
important thing are reasonably effec- 
tive. Some thought had been paid to 
gameploy as well. The problem with 
games like Bombuzal is that once 
you've figured out how to do a level, 
that's it, no surprises. This means te- 
diously having to go through all the 
levels again to where you got to last. 
Or it would except that every six levels 
or so you are given a code word to get 
you back to the current level from the 
opening screen. Were it not for this 
feature my 5T would have been dust 
ten minutes Into playing the game. 
Criticisms? I'm not entirely sure about 
the joystick control, I tested the game 
out on two entirely different Joysticks 
and found In both cases the responses 
were seriously oversensitive — it was 
sometimes very easy to accidentally 
push your character right off the level 
and into oblivion just by not being light 
enough on the joystick - this can't be 
the point, surely? The other criticism 
may be more personal. In the bad old 
days of Spectrum games this was just 
the sort of thing that turned up on 
budget and everybody said "Ideal 
budget gome". It still is and I'm not 
sure that the addition of some 16-bit 
graphics tt» the same basic concept 
really makes that much difference. It s 
fun but it's sort of insignificant as well. 
I'll concede though, that for some peo- 
ple - the sort who think Mensa is a 
good idea - Bombuzal will be a blast, 

PRICE £19,95 

RELEASE DATE Out Now 

GRAPHICS 439b 

SOUND 49^ 

PLAYABIUTY 62% 

VALUE 49% 

OVERALL 60% 


LO 



Thanks to last month's playable pre- 
view, most of you already have hands 
on experience of one level of Electro- 
nic Arts* blaster. Phil South bites the bullet 
and checks out the rest, 



Those of you who saw the 
level which was on last 
month's cover- mounted 
disk will already be vague- 
ly familiar with Electronic 
Arts* latest collect and shoot 'ern up - 
but for the rest of you t here's a quick 
look at what it's all about. The finished 
product, a debut from Bullfrog Produc- 
tions, comprises 14 alien-jnfested 


levels, all of which must be scoured for 
pieces of an ancient hidden bomb 
which you can then use to eradicate 
your opposition. 

There are two craft to control: The 
Assault Crawler, a small orange tank 
that appears on boot-up T and the 
Mothership which is hidden by an adv- 
anced cloaking device at the start of 
the game - in fact you might never 




1~~ he skull icon to the left of your 
ship (far right) has a special func- 
tion. What it does you won't find out until you 
pick it up. but it could boost your energy or 
firepower. 

know of its existance if it wasn't for 
the fact that its printed in the manual 
U knew there was a reason for reading 
those things). Once fuund, the Mother- 
ship becomes your main weapon, as 
it T s faster than the Crawler and has 
more powerful weapons. 

When you feel sufficient tyb mobile 
and au fait with the Mothers hip's con- 




trols. it's time to head off in search of 
the bomb. Progress is made by flying 
over icon switches which are distri- 
buted around the Levels — usually In 
hard to get at places. Collected icons 
are stored in the Crawler's memory 
and are used to open doors, drop force 
fields and open the transporers from 
level to level. Other icons contain new 
weapons for the Mothership, extra 
shields, four way lasers and supple- 
mentary energy supplies. 


Having made your way through a 
simplistic maze (top right) you 
find yourself at an exit to another level. The 
disk icon below your ship it used to save your 
position. Sadly you can only save one game at a 
time* 
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Everthing about the background has 
a look of solidity and realism, and all of 
the objects and the lairs from which 
they spring have,been carefully shaded 
and shaped to match the futuristic 
landscapes. The flying saucers which 
appear through the revolving floor sec- 
tions are particularly impressive, as 
are the bomb sections — very cute 
indeed. 

But the major factor that makes 
Fusion* 'the game most likely to.,/ is 
the fact that the game pi ay is every bit 
as good as the (impressive) graphics. 
The sprites, backdrops and sound com- 
bine to make this an intoxicating ex- 
perience. The puzzles are hard, but not 
impossible; it's just enough to keep 
you yoing. 


Fusion features two levels of diffi- 
culty - Normal and Expert. Either 
way, this is the start of the game, with you in 
control of the Assault Crawler - the only craft 
capable of colecting the coloured icons. The 
Mothers hip is hidden a short distance away, 
but danger is also just around the corner . . . 



O Fusion impresses right 
from the start. Ttie the- 
me tune is a catchy lit- 
tle number, but the 
most interesting thing 
about it is the quality of the sounds. 
The graphics also stretch the machi- 
ne's capabilities, and the colours have 
been carefully chosen to allow the 
most variation of tones with the smal- 
lest pallette. Some very subtle stipples 
can he seen in some floor areas giving 
the impression of a massive amount of 
colours. Apart from the colouring, the 
graphics themselves are nicely accom- 
plish ed and clearly show the hand of a 
real Amiga expert at work. 


PRICE: 

RELEASE DATE: 

GRAPHICS 

SOUND 

PLAYABlLlTY 

VALUE 


£24.95 
Out Now 
85% 
79% 
80% 
70% 


OVERALL 80% 


Surprisingly, Electronic 
Arts has decided to pro- 
duce a version for the 
ST. The work Is at a 
very early stage, so 
there is nothing to show as yet. 
Chances are that it will probably not be 
as colourful as the Amiga, version, but 
the game play should survive the tran- 
sition Intact. 




MAIL ORDER 


Title 

Ajjrgh 

Adventum Construction Kil 
AJien Syr«lrrjmfi 
Annals of Rom* 
Ai cada Classics 
Arkanoid 

Arritagfiddan Man 
Army M«vfii 
Artie Fc* 
Badca! 

Ha lance of Pow&r 

II .1 1 L.I 

DarclN Inlfi I 
Bartls T»l« II 
B*rmi.jLl;i Project 
Better Dead nun Allen 
Beyond the Ice False* 
Biomt Commandos 
Black Lamp 
Blackjack Academy 
Bomb Jkh 
Bubble Bobbin 
Bubble Gtiosl 
Buggryt'rty 
Garner Command 
Championship GqM 
CliHsirnaaier 2000 

^•1 Iiv C'ir Kile 

City Defence 

Corruption 

Crack 

Craps Academy 

Crash Garrett 

n«1tmder of the Crown 

DejaVu 

Division One 

Ebonttar 

Eto 

Ell 

F mum Id Mine 
Empire 

Empire Strikes, Back 

Enlightenmenl 

Fiwy Tale Adventure 

Ferrari formula One 

Fire and Forg*i 

Fireblasler 

■ ■ ■■ i ■ 

Flight Simulator II 

Football Manager H * 

Formula On* Grand Prix 

Fortress Underground 

Garrison II 

Cttm Bee Air Rally 

Gedystbery 


SSP On 

£2999 
C24.M 
l 74 H 
C1999 
CM JO 
£19.99 
i74.yy 
C29 99 
f 19*9 

£24.99 
£24M 
f?4.9S 
£24,99 
i 19 99 

£24.99 
ri999 
£19-99 
I H 99 
ITS .99 

na.99 

f?499 
C24 99 
£34 99 
124.99 

■ IH 'HI 

C14.95 
£24.99 
1 19 99 
I M 99 
f24.99 
FM.Sfi 
C?9 99 
C19 99 
m yy 

LZ4.99 
£14 99 

rig 99 

C?4 99 

C1999 
£19.99 
£4.9.99 
£54.99 
£24.99 
£9.99 
f?4.99 

i n w 

C14 99 
fig aa 

f?9.99 


r Price 
£13 5* 
E20.S0 
fflfi.50 
E1*BO 
£1350 
£15 

£16 $a 

£17 .iD 
IK. mm 
£19.50 
fit, hu 
£17.50 
£ 1 7 ttJ 
£16.50 
El 3.50 

ttoM 

E1U W 
E13.50 
£13 50 
£16 SD 
£1350 
£13 50 
£16 50 
£16 50 
£37.75 
£U 50 
£1 i bCI 
£10.25 
£10.50 
€13.50 
£14.50 
fl&.SO 
£19(10 
El 9.50 
El I SO 
E16.5.D 
£16 50 
£1CJ ?5 
£13 50 
£1/ bU 
£13.50 
£13.50 
£32,50 
£17.50 
£16.50 
O.00 
£1650 

■ai m 

£1160 
£10.25 
E10JZ5 
fl9 5D 
til 50 
£22 40 


AMIGA SPECIALISTS 

Unit 1A, Wilbwsea Farm, Spout Lane North, 
Stanwell Moor, Staines, Middx TW19 6BW 
Telephone: {0753) 682988 


Title 

Giganoid 
le* Hockey 
Iknn Warriors 

IntRrccfMOi 

Iridion 

Jet 

Jinx 

Kamploruppe 

KinQofChicaoo 

iMrherneck 

Leatherneck 4 Player Ad aftf^r 

legend of the Sword 

Major Motion 

Marble Madness 

Mean 18 

MtltWH 

Mind Fighier 

Moon Mist 

Mortville Manor 

OtHilefaior 

Dttttlk) 

Pandora 

Passengenf on the Wind 
Phalanx II 
Phantasie III 
Pinball Wuard 
Platoon 

Plundered Hearts 
Pool 

Pons, of Call 
PcnwHruIay 
Protector 
Quadralien 

fled October 
Return lo Atlantii 
Return lo Genesis 
ftccklord 

Rolling Thunder 


SSP Ou 
£14.95 
E24.*B 
F24.99 
r?4 99 
C1999 
C39 99 
C24 99 
£ 29 99 
E 29 99 
f19BB 


E1&-M 

f ig.gg 

£24.99 
f 19.99 
C24 99 
f?9.99 
£24.99 
£34.99 

£9.99 
£19.99 
£24.99 
I M.y*J 
£24.99 

F9.99 

r?4 99 

F24.99 
I ?9 m 
£39 99 
F1999 
C999 
I 24 M 
17* 
C24.9S 

fig 99 
fig 99 
C24 99 


rPrtce 
£10 25 
£16 50 
£16 50 
£17.50 
£13 F,0 
C2&.50 
£19-50 
£22 50 
£w.Su 
£13.50 

£4.50 
£16 50 
£13.50 
£14 50 
£17.50 
£13.50 
£16.50 
£19 W 
£1650 
£16.50 

£7.00 
£13.50 
£1*50 
£10.25 
£19.90 

E7.00 
f 16.50 
£17 Ml 
£17.60 


Bomaniir. Frn;t>unierft m the Dome 

£24.99 

SD» : 2-J UU 

Sacrcpha-ser £14.99 
SceoaryDtscll ,i9.U9 

F>i:«nh;rv Disc ! £19.99 

Sceiwry Disc Europe £ 19,99 

Scenery Disc Jappn \ 1 y 99 

Scr abbfe Deluxe £19 99 

fi" '' £19.99 


£13 &D 
£7 aa 

f 16 50 

£16 r,u 
£17 50 
£13 50 
£13.50 
£19.50 

11050 
£19.50 
£10,» 
t il bit 
E l 3 50 
£13.50 
£13,90 
£13 90 


Title 

SSP Our Price 

Seven Crie* of Gold 

£14.99 

£1025 

Shadowgdte 

£3499 

£16.50 

Sidewinder 

£■9.99 

£7 00 

$inbad and Thrcne of the Falcon 



£39 5r51 

£19,50 


£19^99 

£13 H 

S kylfMi II 

£34.99 

£17.50 


£39.99 

£19.50 


rg.99 

E7.00 

Slur Wdii 

£19 99 

f13M 

. .-1 in 11 • 1 

£34^99 

El?6i> 

StarTsy 

£24 99 

eit.» 

JLI' L I d£ y 1 DLIU'Jr 

fig.gg 

£13.50 

Stuck M^rkfil 

f 19,99 

El 3.50 


£14 99 

£10 35 

c -.hr4'4 j 1 1 1 ci 1 1I1" i 

■ >i 1 irini 1 ilji 1 iti 


£19 50 

m^p i, 1 in e i ruri.17 1 1 u r 1 iui 

Stnp Poker II 

1 ■.'■' IJ9 

£16 50 

£14.99 

£10 25 

Strip fake* Data D^st 1 

F999 

E7.&D 

Sub Battle SimOlator 

C24 99 

£19 50 

Su mmer Olympiad 

£18.99 

£13 50 

Terrapwds 

£2499 

£16 50 

The Jewels of Darkness 

fig 99 

£13 50 

Thextar 

r?4 99 

£16.50 

Three Stooges 

r?9 99 

£19.50 

Thuiidercals, 

£24 99 

£16.50 

Tirr \t urid MftgiC 

£19.95 

£11 50 

Tim a BanidHs 

fig 99 

£13,50 

Tracers 

f ?4 99 

£16.50 

Ultima III 

£24 99 

£16.50 

Ultima IV 

£24 99 

£1650 

Uninvilnd 

1 79 N 

£1H 60 

VectorbaJI 

£24.99 

£16.50 

Vyper 

fi4.gg 

£10.50 

VVafzone 

£9 99 

£7.06 

Whirligig 

T 19-99 

£13.50 

W hiriih 

£29 99 

£19.50 

WtntMil 

£24.99 

£1650 

Virut 

f 19.99 

£13.50 

Zoom 

£19.99 

£13.50 


if YQU CANT SEE (T OH THE LiST 
THtfli FLtASt ASK 
WE CAIUT LiST EVtRYTHINU A VAiLABLE 


Star Glider 

Zynaps 

Capona 

P.6.W. 

Around the World in hu Days 


£24.99 £16 50 

E'19.99 £13.50 

£39.99 E1B.50 

£29 99 £15-50 

£18 99 £13 54 


•We also deal with Business S/W & H/W # 
AMIGA A 500 ONLY £350 Inc VAT & Delivery 


Tule SS-F>OurPric* 

F tfE ion £19 99 E13.50 

Sargon III Chtf* £24 99 £16.50 

Mdorb-ke Madn«i £14.99 £10 » 

HAvenge of the Mutum Ca mel s £9 99 £7 40 

OH Shur* Warrior £34.99 £16 SO 

Lancelot £19 99 £13.50 

Tetraquest £19 99 £13.50 

SPtClAl QFFEH WHOM 
CURRENT STOCKS IA$T 


Alien Strike 

£24.99 

f15 5fl 

i ir^ 11 yio 

r 19.99 

£12 50 

Bliick KhlidOW 

r?4,99 

El S.50 


£9,99 

E5.50 

Hur i ^!>uwfid Time 

u-ui I unvu I I 1 ■ id 

i /<■■ m 

£15 50 

Brainstorm 

i ',' !/■:? 

£5 54 

Ca&mo Roulette 

E ig 99 

£1? '>!) 

'. ■i i.j.i •. Flun 

E14.99 

£9 DO 

DlJlLlllJ 

£i9.gg 

£12.50 

Eaglet Nest 

£19.99 

£12.50 

Extensor 

C9-99 

E5.5D 


£14.95 

EH 00 

F~aud 

£9.99 

£5 50 

Fhnisiones 

M9.99 

£1ZS0 

Footmtn 

£24.99 

E15.50 

Frost tjyt* 

£14 99 

E9.00 

Galactic Invasion 

1 24 99 

£1550 

Goldrunner 

£24 99 

£1550 

Jump Jet 

£14 99 

+ H IM> 

KjirdieKidll 

i 34 M!) 

£15 50 

KwasinncXjO 

£999 

£5.50 

Leviat har 

! 19 99 

£13.50 

Mach 3 

1 19.99 

£12 50 

Mindshadow 

f39.99 

t V 0U 

Mi:;:;iur> Elevator 

ri9.99 

£12.50 

Mvinbui!; 

T?4.99 

£15.50 

Ogre 

Pin k Panther 

£24.99 

£15.50 

£19.99 

£12.50 

Plutos 

£14.99 

£9 00 

Prjwor Struggle 

£14.99 

£9 DO 

Q Ball 

£19 99 

£12 50 

floadwars 

£19.99 

f 13 50 

Hockey 

£9.99 

£6 50 

S<K:£>rida Qui 

£19.99 

£12.50 

Silicon Qreams 

£19.99 

£13.50 

Slaycon 

£19 99 

£12.50 

Space Port 

£19,99 

£12 50 

Stanleys 

£19,99 

£12.50 

Strange Nbm* World 

£19.99 

£17,50 

T«* Times 

£19.99 

£12» 

Terram*n 

T19.99 

El 2.50 

Tetns 

£1999 

£12.50 

Thunder Boy 

£14 99 

£9 00 

Vampire Empire 

£1999 

£1350 

Wall 

£14.99 

f<H UU 

W*siern Games 

£1999 

f12,50 


BIRTHDAY CELEBRATIONS ON 
STAND 103 

COMMODORE SHOW 
NO VOXEL 
HAMMERSMITH 
18-20 NOVEMBER 


KHAN A M 

ESTAB: 


RDER SER 1 
SINCE 1978 


3RD EH BV 


11 CARD LINE 01-343 ZSD7 (24 


*** Tm9+** 

B-T J 


19 

13.94 

13 99 

mt 

ibs9 

13 95 

30 HELrCOWffl 

16 99 

1599 


Wfi 

1*99 

t STAR HlTS-ST 

ltH9 


ACTION SERVICE 

1199 

1399 

alien swoaome 

1339 

1399 


1599 


EWLANCf OF POWER 

1999 

■9M 

BAHBAHA.N II 

13.« 

13.99 

HAFlDAPlAN - P5Y 

15 99 

1599 

BAT MAM 

11S9 

1599 

arPMUDA THIANCUE 

16 » 

1599 

6t ICE PAl/iCi 

1}.* 

15.99 

9I0NIC COMMANDO 

1599 

iui 

black twer 

1^99 

199S 

H\fJ\HC BAHRtLS 

1199 

1 2 99 

BOMB JAW 

1 3 »H 

1599 

ii'..:in.t auH.Hu 

1393 

1399 


1399 

lfi.39 

&JTCHER Wll 

15 99 

I5» 

h r.LflLiGH FOJ1HAI 1 

1239 

17 99 

INI 

1995 

13.99 

CAFTAM BLOOO 

15 99 

1^.99 

CARREfl COMMAND 

15.99 

1*99 

CHAMPION CraCKEl 

119S 

13 99 

:m soma!, ■: b m: 

19 99 

19 99 

QIUBBV OrBSTUE 

1198 

K99 

tHUCK VEAQEBS 

11M 

ISM 

COflRUfTlON 

I599 

15* 

DANDY 

1993 

■J » 

Dt LUKE- SCRABBtE 


DEF£ NDfB Of tHflWN 

2BJ9 

1999 

D0l.*Lf DRACOJ 

1399 

15. B9 

DRAGON MM A 

13 » 

15,99 

MILLER 

15.99 

14,99 

[X.^fiEOft MA&rtH 

15,99 

1499 

0 10M5 0LTWCC5 

1199 

1599 

CCHELW 


1 9 99 

FLMINATOR 

IJ99 

1399 

ELITE -AMN W 

15 ft 

15-99 

1 MHI-h 

18,9* 

1989 

VUffil STUIUS 

1398 

13 99 

E5PWN*GE 

1399 


FISSTWEEAGlE 

1B.» 

1*99 

El-RKl4NDEZMUSr01E 

15.91 

1599 

USH 

1S.» 

15.89 

f LIGHT &W 1 

»99 

26.99 
7*99 

FOFT- GREMLIN 

24,99 

F00I IHBECT0RH 

mm 

1333 

TOOT MANAQf B 3 

1339 

1399 

FOUNDATION WAS.Tf 

1399 

1599 

FflONTiefi 

I4 99 

I4J9 

FUBICW 

I999 

1999 

■ : II 

15* 


fJAFIHlSOM 1 OR 2 


15.99 


PRICES IIWHJPI r hN UU. 


pe heo*j*i c*u i:an i 

OCifinrlt 4T ATrJi OBHB 
ADVERT WE WILL GIV1 »' 
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ICING OF CmCAAGO 
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Ml I INK MASSACRE 
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TRYBRIDGE SOFTWARE DISTRIBUTION — 
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Aaanjti 
Action Service 
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Aura 
Bam ash 
Bally km 
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RAT 
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Belief Dead 
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Black Tiger 
Biazinq Barrels 
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Bjbl>e Bobble 
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Capone 
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CHuckVaaaerAfi 
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Combat 5cfiooi 

Crystal Castles 
CytOfroii: 1 :>■ ? 
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Dqa Vu 
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DungeonWasler 
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Enligrnenmem 
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5 Star ST 
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FllDtw Japan 
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karrisonl v2 
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iron Lord 
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_ 
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1195 

11.95 

14.9S 

1495 


13.95 

16.95 
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11.95 

_ 
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11.95 
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- 
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- 
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_ 

_ 
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11,95 

_ 

7.95 


_ 

995 
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_ 

1*95 
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MM 
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_ 
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_ 
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14.95 

_ 
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_ 
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13.95 

_ 

_ 
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9.95 

_ 
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_ 

- 
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_ 

7.95 
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_ 
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_ 

- 
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- 

- 

14.95 

_ 
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_ 
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16.95 
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- 
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- 
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_ 
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_ 
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14 
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- 
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11.95 

1695 
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11.95 
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14.95 
11.95 
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14.95 
17.95 
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17.95 
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14.95 

1495 
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1995 


11.95 


13.95 


14 95 
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Operation WoK 
Outrun 
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Phantasm 
Planeffall 
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Pro Copy 
Psion Ctwss 
Putty*. Saga 
Quad-alien 
Rack Em 
Reach for Stars 
Flelum lo Atlantis 
Helum lo Genesis 
Road Blasters 
Rocket flanger 
Railing Thunder 
Sargori III Chess 
Savage 

Scrabble Deime 
Sentinel 

Sentfiei Watts 1 
Serve A Volley 
SF Harrier 
Snadawgate 
Silent Serves 
Skaleball 
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Slarfleei 
Slartlighl 
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Star Ray 
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Supercycle 
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Thjndercal5 
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I s ; V\ 

■ i: q.' 

16.95 
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I ?.95 
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17.95 


Ik 
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11 OA 
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16.95 


1*95 

1595 


1495 

14.95 


13.95 

13.95 

1695 

11.95 

11.95 




17.95 


14 95 
11.95 
1495 
17.95 
11.95 
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26.95 


14 95 
11.95 
14.95 
11.95 
1395 
1195 
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9.95 
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7.45 
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11.95 

7.95 
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7.95 
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16.95 
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11.95 
14.95 
13.95 
14.95 
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995 
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14.95 
14.95 
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9.95 

7.45 
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13.95 
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ATARI ST Pubfic Domain Software £1,23. Also Printer Ribbons 
Luting Paper and 3.5" disks. Also a chance to win software each 
month. Send SAE for catalogue to: H.P,D,U 2 Old Mill Close 
Market Weighton, York Y04 3DU. 


ATARI MEMORY UPGRADE for ST STM ; STFM for safe £80 Will 
install. Would consider swap for hardware, SM12S P SM124, Printer 
Modem etc. Phone 0495 272 358 Mark. 


DEMOS! Listen up! We want demos, ya hear! We don't care what 
they are, Amiga or ST, graphics or music (or both), long or short, 
bfg or small, we want them. And doubtless you d like to see your 
name plastered all over these hallowed pages too. So why not help 
yourself out and us as well by sending us your demos, if you're a 
demo programmer, get your stuff together, drop it into a jiffy bag 
along with a letter that explains who you are and what your demo is 
and send it to: Gary Whitta, Demos, THE ONE, Priory Court 30-32 
Farrmgdon Lane, London EC1R 3AU. Do don't just sit theref Do it 

now'!! 

CLASSIFIED COUPON ON 
PAGE 101. CUT IT OUT 
AND SEND IT NOW! 



Four years after its release on the 
BBC Micro, David Braben and Ian 
Bell's timeless space epic can now at 
last be experienced by ST and Amiga owners. 
Gary Whitta boards his Cobra Mk III and 
discovers that the wait has been well worth 
it. 






f you were to ask any seasoned 
H computer games player to name 
H a classic piece of software, their 
H reply would almost certainly be 
J^L Elite. Released over four years 
ago by Acornsoft, Elite was written by 
David Braben and Ian Bell, at the time 
fellow students at Jesus College, Cam- 
bridge. Unlike any game that had ever 
been produced before. Elite was not 
just a simple shoot 'em up or strategy 
game. It was a mixture of everything 
and anything...; flight simulation, 
shoot 'em up, strategy, adventure, 


Eek! It's a Tfoargoid, the roughest 
toughest Insect warriors In the 
Galaxy (they've had their fear gland? removed 
you know). Defeating these muthers is a 
million to one, so they say. 

trading... the list of game styles goes 
on. More impressive is the fact that it 
was squeezed into a miniscule 32K! 
Instantly proclaimed as a BBC classic, 
it went on to be known as one of the 
best games ever when it was con- 
verted to various other S~bit formats. 
Now at long last Elite has made it to 
the Atari ST and Amiga. 


Elite Is essentially a spaca adven- 
ture, sat many hundreds of years Into 
tha future, you are cast as an aspiring 
young space pilot whoit atm Is to 
prog rasa from tha rank of Harm lata 
(all naw pi lota are classified as this) to 
tha ultimata macho statu* symbol of 
Elite pilot. Doing so. however. Is not 
just a case of blowing innocent space- 
craft out of tha sky* to upgrade your 
kill rata (and therefore your combat 
rating), Tha Galactic Co-operative Of 
Worlds (GalCop) Is a big organisation, 
controlling eight galaxies and tome 
2,000 planets, and the entire place Is 
swarming with danger In the form of 
pirates, bounty hunters and aliens. 
Achieving tha rank of Elite can only be 
accomplished In a much mora subtle 
manner. „ 

Your career begins docked In a 
Cor lolls space station In orbit around 
the pie net Lave, with a spanking new 
Cobra Mk 111 spacecraft, 100 credits 
and a full tank of fuel. After contem- 
plating this rather low amount of 
money* you can set about making 
soma more by the means of InterGa- 
lactic trading. Trading Is a simple way 
of earning a few bob, but one that Is 
rather time consuming. If you learn to 
trade astutely*, you can buy much- 
needed additional equipment for your 
ship. Extra weaponry Is expensive, but 
a formality If you are to survive vary 
long In the alien-in f a s tad spaca lanes, 
Your Cobra has four separate viewing 
windows — front, rear, left and right — 
and each one can house a laser 
weapon. Initially, however* only the 
front view-screen Is armed, and than 
only with a relatively weedy pulse 
laser, More powerful (and more expen- 
sive) weapons can be purchased once 
you've earned enough cash to pay for 
them. 

Trading between worlds involves 
simply buying goods from one planet 
at a low price, travelling through 
hyperspace to another planet, docking 
with their space station tthe centre of 
all trading and commerce for a planet) 
and selling your wares at a profit. 
Problems arise whan space pirates 
spot you on your way to a planet with 
a hold full of merchandise, This Is 
where space combat comes in, a hefty 
slice of the proceedings. Your ship is 
equipped with two plasma shields cap- 
able of deflecting laser blasts. Each 
time they take a hit, they are depleted. 


and when they hit zero you can klas 
goodbye to your ship, your career and 
your life, Fortunately you can give as 
good as you gat, thanks to your laser 
end missile systems. Repeated hits 
with a laser cannon should destroy an 
enemy ship (depending on Its class) 
while missiles are far more accurate, 
usually able to knock out a ship In one 
hit with no fuss (unless the missile's 
target happens to own an ECM 
shield!). 

Combat is not Just restricted to 
bounty-hungry pirates though. Aliens 
In the form of the deadly fnsectold 
Thargoid warriors also pose a huge 
threat, They attack without mercy, 
and usually In large Invasion fleets 
that are almost Invincible, Fortunately 
they don't appear too often. The police 
can be a problem, too. They usually 
leave you alone, but if you do some- 
thing stupid like trade In Illegal mer- 
chandise or open fire on a space sta- 
tion, a squadron of Vipers will be onto 
you before you know it. 

TRADING PROBLEMS 

Making money through trading 
isn't as easy as it may seem. One 
of the major problems Is that the 
Corlolis spates stations ara not allowed 
to transmit their buying and selling 
prices outside of their own system, 
which means you don't know how 
much you can sell your merchandise 
for until you've actually jumped into 
that particular system. If you're lucky, 
you can sell at a profit, but if you're 
unlucky, you'll be forced to sell at a 
loss If only to be able to buy enough 
fuel to get to another planet. To pre- 



A 1 
you 

approach the corlolis 
space station, a Viper exits 
to check you out. Pray you're not 
carrying any dodgy cargo. 



If you want Co buy some mere ban - 
I dise, here's the place to do it. Note 
the flashy new icon systems. Food Is a good buy 
but stay away from the firearms if you don't 
want the intergalactic Sweeney on your back. 

vent this, it's advisable to call up 
information on the different planetary 
systems beforehand. The data is 
vague, and will only tell you if the 
planet is rich or poor, and if it special- 
ises In agricultural or industrial goods, 
but if you're shrewd you can use this 




information 
(along with 
the tips in the 
manual) to have 
a good idea of the 
market prices. 
Trading in food and textiles is all 
very well t but if you want to make 
REAL money REAL fast, forget about 
your principles and start trading in 
illegal goods such as firearms, slaves 
and narcotics (the latter item sells 
extremely well on Benjohnsonia! ). 
There's plenty of money to be made in 
illegal trading, but the risks are very 
high, Npt only will you incur the wrath 
Of the Galactic Police (who shoot first 
and interrogate later) but you'll also 
become the prime target for the many 
bounty hunters who roam the galax- 
ies* looking for ships of Offender or 
Fugitive status, 

EXTRA WEAPONS 

If you want to survive for longer 
than a few femto seconds, you need to 
upgrade your ship. A whole host of 
different laser systems are available, 
including the awesome Military Laser, 
as well as Electronic Counter Measure 
Shields for the deflection of enemy 
missiles, extra energy banks which 
allow your shields to recharge more 
quickly, and a range of non- combative 
equipment, including Docking Compu- 
ters, which end the aggravation of 
manual docking; cargo bay exten- 
sions; escape pods for when the going 
gets TOO tough, and Fuel Scoops, used 
to pick up cargo canisters left behind 
by destroyed craft. In fact the only 
items lacking which would make life 
complete are the personalised sun 
strip and the furry dice. 

■he Data On System option pro 
vides up-to-date information on 
any planet you pull up from the Galactic Chart 
- a sort of space-age teletext* Without using 
this, you've got virtually no chance of making 
any money out of trading and will probably go 
bust before too long. 





■he Wolf Mk II. Just one of the 
many ships you encounter in 
Elite* A deadly craft is this one (and one that 
doesn't appear in the S-bit versions - Hal) 

Amiga owners will be | 
glad to hear that Elite is 
very nearly finished and 
is due for release some- 
time in November. It 
won't look very different to the ST 
version apart from perhaps slightly 
faster QTOphi«-^ and enhanced sound. 
The Amiga interpretation of the Blue 
Danube Waltz (the docking music for 
the Philistines among you) is being 
handled by binary maestro Hagar, and 
is reputed to be brilliant (well that's 
what Gary Liddon says). Update next 
month. 


■ yperspace - die only way to 
1^1 travel. If you're unlucky a Thar- 
goid fleet will intercept you before you re- 
enter, and the game it effective^ over. 



Elite is a classic game, 
there's no doubt about 
it, and it has to be said 
that all the original 
ua me play features 
have been retained, and improved in 
some cases. A rendition of Strauss' 
Blue Danube still accompanies the 
automatic docking, as well as making 
an appearance on the title screen- The 
conversion from vector to filled 3D 
graphics has been handled very well. 
That said, a lot more could have been 
done graphically, such as a decent 
parallax starfield and a more suitable 
cockpit design (the one at the moment 
doesn't really suit the feel of the game 
at all). These minor faults aside. Elite 
on the ST represents a competent im- 
plementation of a timeless concept. 
Despite lacking many of the refine 
ments present in Gremlin s FOFT, such 
as being able to land on some of the 
planets. Elite remains almost as play- 
able. But it s FOFT that narrowly has 
the edge on its classic counterpart, 

PRICE: £Z4,95 

RELEASE DATE! Out Now 

GRAPHICS 80°o 

SOUND S1°*> 

PL AY ABILITY SS9 
VALUE 

OVERALL 86% 


ou're in for a shock when you 
move a Rook. The huge stone- 
walled castle metamorphosises into a lumber' 
ing roc km an with glowing c yes | much like The 
Thing of Fantastic Four fame! 



"he Two-Dimension al option, for 
the more discerning player. 




nattier neat touch becomes apparent when you access the game options via the 
Lpull-down menus at the top of the screen. They come in the form of blue velvet 
scrolls held aloft by a pair of winged cherubs, complete with sampled flapping noises in stereo. 
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■he King defends himself from the 
Bishop in his own inimitable sty- 
le. Out comes the Magnum and bang goes the 
Bishop's spinal column! 


fight between two Knights, 
i Here we see Red methodically 
dismembering Blue, arm by arm and leg by *eg, 
with his trusty sword. 


n these modern times of such 
advanced entertainment as 16- 
bit games. Compact Discs and 
Neighbours, it is hardly surpris- 
ing that the age-old game of 
Chess is all but forgotten (unless 
you're an intellectual or your name 
ends In 'ov'). The few binary Chess 
games that have been released, in the 
past, such as Chessmaster 2000 and 
Ancos Art of Chess have concentrated 
more on providing a chellenge to sea- 
soned players than actually making 
the basic game simply more enjoyable 
to play. Battle Chess Is different. True, 
it's a Chess simulation at heart, but it's 
been presented in a very original man- 
ner— if you remember the scene in Star 
Wars where R2D2 and Chewbacca play 
a futuristic game of Space Chess, you 
should have some idea of how Battle 
Chess works. 

The- board is displayed in forced- 
perspective 3D T as are all of the pieces. 
Bishops really are old men carrying 
staffs, the pawns and the knights are 
dressed for conflict In Hinting chain- 
mail, and the king looks particularly 
regal carrying his official mace and 
wearing a long velvet train. The atten- 
tion to detail is marvellous. 

Moving a piece is simple enough, A 
hand cursor is guided around the 
board, and a square flashes red whe- 
never the particular piece occupying it 
can be mo\red. A single click highlights 
the square, and the cursor then high- 
lights all possible destination squares 
as they are passed over, Clicking on a 
destination square moves the piece. A 
slick animation sequence then follows 
in which the chosen piece comes to life 
and walks to its destination square, 
accompanied by sampled sound 
effects. Whenever a piece is moved to 
take an opponent's piece, the standard 
walking sequence follows until it 
reaches the target square. The oppos- 
ing piece on that square then shuttles 
aside to make room, both pieces limber 


I 




Even if the slightest thought of a 
game of Chess sends you to sleep, 
Electronic Arts* latest offering is 
guaranteed to have you on the edge of your 
seat thanks to its original (and overly vio- 
lent) approach to the classic 
board game. Gary Whitta dons 
his armour and enters the 
fray.,. 



ess 


up and a battle sequence ensues. There 
are plenty of battle sequences Incorpo- 
rated, and the one that is played out 
depends on which pair are fighting it 
out. For example, one knight defeats 
another by chopping off his opponents' 
arms and legs, in true Monty Python 
And The Holy Grail style! The Queen 
has a habit of frazzling her victims 
with a magic fireball while the King 
has a range of attacks available, from 
knocking opponents down with his 
parliamentary mace to blowing them 
away with a Magnum! 

For the more serious Chess player 
who can't be doing with all these 


lengthy and explicit combat sequ- 
ences, a standard 2D option is pro- 
vided which cuts out all the flashy 
animation and sampled FX t replacing 
them with the (relatively mundane) 
flat display used on TV Chess cover- 
age. There's a host of options, all 
available in both display modes, includ- 
ing the obligatory One and Two Player 
modes, to skill levels, suggest move, 
force move, a clock that can be set to a 
variety of times* the option to set up 
the board to any connotation that 
takes your fancy, and there's even the 
facility to link up and play with 
another person via a modem! 


O Battle Chess is quite 
simply a wonderful 
game. Unlike EA's pre- 
vious effort, Chessmas- 
ter 20dO r Battle Chess 
is immense fun to play — even if you're 
not a Chess fan. This of course, is all 
due to the fabulously entertaining com- 
bat sequences. The first time I saw 
them. I was practically doubled over In 
fits of helpless laughter. There Is some 
doubt as to how long ft will he before 
the combat sequences become tire- 
some, but It's obvious that they Inevit- 
ably will. But when they do. you can 
always resort to the 2D option for a 
spot of serious gaming. The computer 
opponent is a formidable one even on 
the earlier levels, and when the timer 
comes Into play, things can get awfully 
frenetic! Undoubtedly Battle Chess is 
the best game of its kind! on the Amiga, 
•van surpassing Chess maste r 2D00- If 
you're a Chess fan, you should go out 
and buy this game immediately. If 
you're not. you should buy it anyway. 


PRICE; 

RELEASE DATE: 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.95 
Out Now 
78% 

829tf 
78% 


OVERALL 84% 


Unfortunately Electro- 
nic Arts has no plans 
far an ST version of 
Battle Chess. If you 

wish to protest about 

this rather sad state of affairs and 
thus attempt to prompt a conversion* 
write to EA at 11-49 Station Road, 
Lang ley Business Centre, Langley. 
Slough. Berks 5L3 8YN. 


Yes, there IS a PC wer- 
^Jk si on of Battle Chess in 
V^l ^^^r the pipeline, but wnrk 
has only just started 
^^^r and so you won't be 

able to play it until after Christmas. 
Watch this space fo details... 


M 


loving' pieces couldn't be easier, 
I The pawn has been selected 
{indicated by the red highlight) and when the 
hovering hand i» clicked on that blue lined 
square directly in front, the pawn will strut 
over to it in time with some metallic clanking 
effects. 





DALEY IS BACK Enter the 1988 Olympic Challenge with 
Daley Thompson as you 'work out' in the gym, where your 
efforts will directly affect your performance in the 
competition ftsetf - another first from Ocean, 

Ten Olympk events include Long Jump. Shotput, High 
Jump, 100m Sprint 400m r 1 10m Hurdles, Discus, Pole 
Vault, Javelin and 1500m. You will need all your skills to 
buiJd on what you hope was. an impressive work-out, and, 
as is necessary for all topflight athletes, your judgement to 
select the most effective equipment for each event is now 
vital - a decision which can win or lose you a place on the 


This isn't just another sports simulation, this is a Daley 
Thompson J event' where all his talent and humour burst 
through to make a thrilling and enter taming game play for 
all the family. Go for the Olympic Challenge! 

stasia 
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Cine ma ware's 
latest binary 
epic is a nos- 
talgic tribute to the 
cult Saturday morn- 
ing serials of the 
1940s and is also 
possibly their most 
successful attempt to 
capture the atmos- 
phere of the cinema 
to date. Gary Whitta 
has a front row seat. 

he year is 1 94G. The place, 
Fort Dix, New Jersey. Spe- 
cial US Army engineer and 
all-round good guy p Com 
mando Tom Cody is work- 
ing late one night on an experimental 
secret weapon when In a deafening 
clap of thunder and a flash of dazzling 
light, he looks down to his desk to find 
a collection of mysterious equipment 
including a deadly ray gun and a futur- 
istic rocket pack. Pondering over ex- 
actly what they are used for and how 
they got there, he notices an accom- 
panying message which explains to 
him that the equipment has been sent 
back through time from the year 204O. 
It goes on to explain that the war 
currently being fought against the fas- 
cists will be lost and the whole world 
will go onto be conquered by the Nazi 
war machine unless Cody can stop 
them single handedly (with a little help 
from his new-found equipment). 

Thus begins Rocket Ranger, the 
latest Amiga blockbuster from Cinem- 
a wa re. Like many of their previous 
releases, Rocket Ranger Is comprised 
of several sub-games, each one requir- 
ing completion before the overall objec- 
tive can be achieved. Winning the game 
involves thwarting the plans of the evil 
Leermeister* a Nazi colonel who has 
hatched a dastardly scheme to win the 
war by using a new form of deadly 
bomb powered by Lunarium, a radioac- 
tive substance found only on the Moon. 



•he War Room at Fort Dlx is 


where most of the strategic tide 
of Rocket Ranger takes place. Cody has five 
secret agents that he can use to scour the 
world in search of Nazi activity. A cursor and 
menu system is used to manipulate the five 
operatives. Agents can be ordered to infiltrate 
any country at any time, and can also be told to 
maintain a high or tow profile. Those who 
maintain a low profile have little chance of 
getting caught, but take time to transmit their 
findings hack to the base. High profile agents 
work more efficiently but also run the in- 
creased risk of blowing their cover. If you're 
lucky your agents may find a clue to the 
location of a Nazi installation or even the Nazi 
base itself. Information has to be gathered 
quickly though, as if Cody hangs about and 
spends more than 1 2 months at the base, he is 
court-mart la lied for cowardice and the game Is 
lost. 

To get the Lunarium from the mines on 
the Moon, the Nazis are brainwashing 
woman ( since men are weakened sub- 
stantially when in contact with Lunar- 
ium) into mindless zombie-like slaves 
to that they can be sent to the Moon 
and put to work in the mines. As soon 
as the Nazis have enough Lunarium 
they can launch a deadly xeppelin 
bombing raid on the United States and 
conquer the free world as we know it 
■ ■ - Yes. it all sounds ridiculously corny, 
but the plot has been deliberately writ- 
ten this way to tie-in with the camp 
atmosphere of the cinema original that 
inspired the game - King Of The Rock- 
et Men. 

To stop the Nazis before they can 


► K 

as five Y L " --. 





|kj|o5t people i1*w to ocket FU^ger 
n won't want to hang about Fort 
Dix p and wilt want to get down to the much 
more exciting business of strapping on the 
rocket pack and taking off. Unfortunately it's 
not that straightforward. First Cody has to use 
the secret decoder wheel supplied with the 
game to load the rocket packet with the 
correct amount of fuel for the selected target 
country. Then it + s out onto the parade ground 
where he can begin his takeoff proper. Cody, 
showed from the side, sprints across the 
makeshift runway and the fire button must be 
pressed to coincide with his footsteps- It takes 
a bit of practice to get the timing right, 
especially when the rocket pack contains lots 
of fuel* but k pays to be patient as three 
failures costs two valuable months of training. 




realise their dreadful plan, Cody must 
assemble a space rocket and steal 
enough Lunarium to enable him to fly 
to the Moon and destroy the Lunarium 
mines. Before he can do so however, 
he's got to locate the pieces of the 
rocket and capture them while holding 
back the Nazi war effort. 

finding the different sections of 
I moon rocket is easy enough, but 
actually capturing them is a different story. 
When Cody arrives at the newly-found base, he 
has to partake in fisticuffs with the burly 
German soldier guarding the precious piece of 
rocket. Si* fighting moves are available, both 
offensive and defensive, and the action is 
accompanied by some meaty sampled biffs and 
oofs The bars at the bottom of the screen 
display the energy remaining for each com- 
batant. Should Cody s energy be reduced to 
rero, be is captured and time H lost. If the fight 
goes the other way and tfve Nazi is knocked 
out, Cody gains access to the rocket room and 
the stolen rocket section is shipped back to the 
fort. There are five rocket lections in all, each 
one guarded by a progressively harder Ger- 
man, the fifth being the 1940 's equivalent of 
Arnie Schwarzennegger 


,ne of the many sub- games 
'seemingly inspired by Sega* 
Space Harrier, this mini mission is undertaken 
when responding to messages from your 
agents that give details of miscellaneous Nazi 
activity, such as a secret brainwashing plant or 
bomb factory. While Cody is flying peacefully 
above the clouds, he is intercepted by a crack 
squadron of Messerschmits. Fortunately he can 
knock out the marauding fighters wich his 
rapid-fire radium gun which unleashes glowing 
globs of radioactive energy with fu<.i a stab of 
the fire button. The Nazis don't take this kind 
of hostile action lightly chough, and don't 
hesitate to open fire. Cody's body armour 
allows him to take two direct hits, with the 
third forcing him to emergency land else- 
where. Usually the Nazi's efficiency rating 
drops as a result of a successful mission, buying 
Cody some much needed extra time. 




LUNARIUM PLANT RAID 

Lunarium doesn't last forever, so it's necessary to replenish your supplies every now and then by 
raiding either of the two secret Nazi Lunarium plants. Your agents shouldn't have too much 
trouble finding diem (W you put them all In Africa - hint hint). All the targets tn this part of the 
game are ground -based p taking the form ot ack ack gun&. Cody has to take them all out, only this 
time targeting is more difficult, as Cody has to allow for his radium bullets to hit the ground and 
form a puddle which destroys the ack-ack guns. Destroying all the gun emplacements allows Cody 
to raid the base, filling up his rocket pack and sending any remainder back to the fort for later use. 
ARMED COMBAT 

A bit of a dark horse this one, as it only appears very rarely, mainly as an occasional substitute for 
the'ack-ack'game, (especially when the Nazi base is found to be somewhere in South America), 
Armed once again with his trusty radium gun, Cody takes cover behind a row of bushes in front of 
a mystical inca temple where the Nazis are holed up. Gun turrets systematically strafe Cody, and 
it*s up to him to avoid or destroy them. The lack of a crosshair makes it difficult to aim at first, 
and trickier still is the fact that only the turret currently firing Can be shot, 

FEMALE LUNAR ZOMBIE SLAVE SHOOT OUT 

Very similar to the Armed Combat game, the final battle takes place once Cody has assembled all 
five rocket pieces, acquired five hundred units of Lunarium and flown to the Moon. Scantily clad in 
leather hip-boots and studded boob-tubes, the voluptuous lunar zombies slide down ropes before 
opening fire on Cody. Not only do they attack a lot more frequently, and in greater numbers than 
their temple-based couterparts, but there is a painfully short time limit. Men are weakened when 
in contact with Lunarium, remember. That's right, Cody has only a couple of minutes to destroy 
all the slaves before his vision dims and he passes out under the influence of the Lunarium. 
Complete the game and . ♦ . well, that's for you to find out, 



•he brilliant professor Bamstorff and his beautiful daughter Jane have been captured 
by the Nails and are on board a Zeppelin #n route for the Fatherland, where the prof 
will be forced to tell the Nazis all he knows about Lunarium, thus speeding up its production and 
bringing forward the date of the N azi bombing raid. With the Zeppelin currently speeding across 
the Atlantic, Cody has a very short time to takeoff and intercept it. After the takeoff sequence, 
there's yet more Space Harrier fun here as the huge pink (?) Zeppelin drifts slowly across the screen, 
lobbing air-to-air torpedoes at Cody, whose only form of defence is (you guessed it) the radium 
gun. There are three different sections to this stage, and in the last two Cody must concentrate on 
trying to hit the Nazi gunners in the undercarriage without hitting the huge airbag itself. If Cody 
can do this, he can board the balloon and attempt to convince the professor and jane that he's a 
good guy by choosing the correct responses to Jane's questions from a selection of four replies. 



O Rocket Ranger is with- 
out doubt Cinema war- 
e's best game to date. 
The idea of putting 
several sub-games 
together to form an overall mega-game 
has never been implemented so well, 
even by Clnemaware themselves. As 
usual the graphics are absolutely first 
class throughout. Animation is of an 
extremely high quality and the bril- 
liantly designed opening sequence suc- 
cessfully captures the atmosphere of 
the 1940's B movie. Sound, although 
not quite so good as previous Cinema- 
ware releases Is excellent throughout, 
and what little speech there is works 
well. In The Three Stooges the sepa- 
rate games didn't hang together that 
well and the overall game suffered as a 
result. Rocket Ranger on the other 
hand manages to pull all the different 
games together to produce a product 
which ranks as one of the best Amiga 
games so far. Wonderful. Not to be 
missed. 

PRICE £29,99 
RELEASE DATE Out Now 

GRAPHICS 85% 
SOUND 76% 
PLAY ABILITY 86% 
VALUE 71% 

OVERALL 86% 


Even as you read this, 
the finishing touches 
are being put to the ST 
version of Rocket 
Ranger, in time for a mid 
to late November release. No screen- 
shots as yet, but here at The One we 
see no re Aon as to why it should be 
any different to the excellent Amiga 
version, apart from any minor colour or 
music changes. 

jgM No doubt PC owners 

jm |T will want to get their 

I h^nds on a copy of 

Wfr Rocket Ranger as soon 
as possible, but they'll 
have to wait a fair bit as it won't be 
released until next year, When it is 
however, you can expect to see some- 
thing special, with Clnemaware keen 
to provide both CO A and EGA versions 


If you've scrolled over one alien landscape, you've scrolled-em-all The whole Universe gets to be 
Straight City. That is, until you enter the wierd and zvacky world of the Norn! Experience the 
cinematic Big Mother ship intro....the FulUBeef-scroll (the WHOLE screen)... .eight 3-D heavily de- 
fended landscapes ...shoot through the supply tunnels where the Nommans keep their Eyes on 

you. ...and fly the Star Goose itself. 
The first original vertical scroller in years... .from the Godfathers of the Liverpool Games Scene, 

Steve Cain and CP "Kenny " Everett 

ATARI ST, AMIGA FOR £19 95 - PC FOR £24,95 

MASTERWORKS FOR THE MILLENIUM 

t&this is alien landscape gardening %q 

Computer Garnesweek La 

*S highly compelling, very addictive 99 Phone your ordei now on our 

Amiga Computing credit card hotline for prompt 

-» _ _ delivery (0933) 79300 

recreation Logotron Ltd, Dales Brewery, Gwydir Street, Cambridge, CB1 2LJ (0223) 323656 
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H hCTRIC DREAMS 

SOFTWARE 


Available soon on Commodore 64/128 
cassette (£3 99} and disk (£1493}, 
Spectrum (£9 991 Amstrad cassette 
(£9.99) and disk (£14391 Atari ST 
(£24 99) and an Amiga (£24 99}. 
RTYPt 1M 

■£) 1987 IHEM CflRPCHWIDN 
LICENSED TO ELECTRIC DREAMS 
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* FREE! 6lA ^ EA T'- ** V,EW ? T H ST AND A*"** 
^ SOUNDS ^ FOft BOTH 

MUSIC SOFTVUA l-mTE^^^ 1 ^ 
° WN oK S AT MORE EXCITHJJ £ fF _ A TURE 

NOVEMBERZ8* 
J DONt MISS IT 




Dick is a hero in magnetic 
shoes, and on the first 
I level you get to do battle 
with a fiendish alien 
monster that looks sort 
of like a putrid pumpkin. Very 
threatening, is it me or is all this odd? 

You could easily be forgiven for be- 
lieving that Albedo is actually ten 
games in one. It could be because when 
you load it and check out the options 
screen. which t amongst 20 other 
things, gives you descriptions of all the 
plots on all the levels . . . "Fight the 
star . . ." "Kill the monster which feeds 
on energy . _ /' "Search the maze . . 


game with a super human 
.deity called Dick? Albedo, the 
latest bizarre offering from French software 
house Loriciels has Graham Taylor wondering 
if something got lost in the translation , , , 



and so on. This is an error, the different 
levels have far more in common than 
anything and, in some cases, (such 

as killing the monstrous green pump- 
kin monster) barely deserve the title 
level* at all. 

Loriciels is a master of the game 
hybrid, sometimes this works nnd 
sometimes . , . Albedo is Asteroids (a 
lot) meets Breakout (a bit) meets 
ridiculous plot. Imagine this: you play a 
hero with metallic shoes that enable 
him to walk around walls or to jump 
from one wall to another by a smartish 
left right motion of the mouse then to 
drift through space until the other 


walls* gravity picks him up. To summa- 
rise: it's easy to walk around the walls 
but hard getting quickly from one to 
another, for example when small 
pieces of pumpkin monster are bounc- 
ing around. 

You have a laser and on some levels 
grenades. Sometimes your supply of 
laser power is limitless, while on other 
levels you have to replenish tt. Either 


► ^^ne of the simplistic, same/ 
shoot 'em up screen* encoun- 
tered. The action is almost as. interesting as the 
odd options screen. 



t ■ 

J^^^fct The Commodora v*r- 

sion is nearasdammit 

4 identical to the Atari ST 

W W Albedo. That's to say, a 

\^^PF little bit strange, mildly 

playable but not very rewarding. 

PRICE 

£19.99 

RELEASE DATE 

Out Now 

GRAPHICS 

29% 

SOUND 

6S% 

PLAYABILITY 

39% 

VALUE 

30% 

OVERALL 

41% 


way, the basic objective on each level 
ts to reach a minimum score. Get the 
minimum score on the first four nvels 
and you may select later ones, until 
(gasp) you reach THE ULTIMATE 
LEVEL. What will it hold? 

Well if the first batch of levels are 
anything to go by T it involves moving 
slowly across the screen, blasting at 
the bad* guys with your laser, watching 
them break Into lesser pieces (just like 
Asteroids) and go bouncing around the 
screen and into you. Guess what hap 
pans then „ . . That's right, you run out 
of energy. Can you get the big score 
before enough bits of monsters, stars r 
bouncy ballbearing things, etc, hit you 
as you drift from one wall to 
other? 




There just isn't enough 
variety In Albedo. One 
level has you blasting 
and blasting at a single 
monster until you've 
raked up enough hit points, and 
another has you blasting monsters, and 
collecting grenades until you've . . . 
Another has you blasting at stars (?> 
which spJit up until you've . . . And so 
on . . . Either way it's lots of things 
bouncing around the screen while you 
try and clank or drift your way from, 
one wall to another. The graphics are 
somehow colourless and, unusuaJly for 
Lortclels, Just badly drawn. The music 
sounds like Jean Michel Jarrp, which is 
either good or bad depending on your 
tastes. I wish I could find something 
positive to say . . . OK, the options 
screen is quite nice. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£19,99 
Out Now 

68% 

39% 
30% 


OVERALL 41% 
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ernan 
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he Fernandez, of the title is 
an evil dictator who has 
recently captured an 
otherwise peaceful South 
American country, and 
rules over its inhabitants with an iron 
fist. The terrain Is littered with enemy 
barracks, machine gun emplacements, 
trucks, tanks, patrol boats and POW 
camps. In which hordes of friendly 
soldiers are incarcerated. 

The aim of the game is to guide crack 
commando Harman through this occu- 
pied territory, in order to assassinate 
the eight members of Fernandez's Jun- 
ta, and ultimately progress to the 
dictator's headquarters, defeating the 
tyrannical despot and freeing the land 
from oppression, 

Harman traverses the countryside 
on foot, with the scenery scrolling 
vertically beneath. The commando's 
armoury consists of a machine gun 
(with unlimited ammunition) plus 
dynamite and a rocket launcher with a 
limited supply of rockets. Extra sup- 
plies are obtained by using the dyna- 
mite to blow open stronghold doors, 
and collecting the stores therein. Simi- 
larly, POWs are liberated by blowing 
the doors on their armoured billets; the 
prisoners are then given covering fire 
while they escape off-screen. In tooth 
cases, Harman should avoid the dyna- 


11 MM irrorsoft's Image Works label con- 
I % m I tinues its attack on the 1 6-bit front 

M mf M with a shoot f em up in the great 

tradition of Commando and Ikari Warriors. 

But have we seen it all before? Steve Jarratt 

goes in for the kill, guns blazing... 

which the panicked officer runs out 
and can be gunned down for bonus 
points and an extra life. 

The concept of the Commando-style 
shoot 'em up is rather long in the tooth, 
but the only examples of the genre of 
any merit available for the 16-blt 
machines are Elite's conversion of 
Ikari Warriors, Microdeal's Leath- 
erneck, and TNT, from French soft- 
ware house. Infdgrames. Compared to* 
these, Fernandez Must Die doesn't fare 
too badly* and the only thing It really 
lacks Is the multiple player option — 
which to many people Is no great loss 
anyway. 

The gameplay is relatively simple. 



K 


iss goodbye to the big green tank 
Bye bye. 


mite blast which destroys crack com- 
mandos as effectively as a reinforced 
door* 

Occasionally* a jeep appears parked 
outside one of the local garages, and 
may be boarded by pressing the fire 
button or tapping the space bar on 
contact with the vehicle. Once behind 
the wheel, Harman cuts a swathe 
through the enemy soldiers, and can 
u^,e thp jeep's supply of rockets rather 
than his own. 

The^jeep Is not Immune to attack 
though, and after several hits it bursts 
into flames. Unless Harman can bale 
out or get to a car wash to douse the 
fire, the jeep explodes, killing him in 
the process, 

Fernandez's Junta generals are sta- 
tioned at intervals throughout the land 
in eight bases emblazoned with red 
cross symbols* Again, dynamite is 
used to breach the doorway, after 


The car wash and garage, If you lost 
I your jeep earlier, there's a flashy 


► 


new L F P reg model waiting here to replace it. Not 
only that, but you can use the car wash on the 
left to extinguish any fires in the engine caused 
by 





ne of the evil 
'junta dicta- 
tors has been flushed out 
from his hiding place and is 
now running about desper- 
ately trying to get out of the 
way of your machine gun . . . 
which he won't of course. 



is an invaluable 
opportunity to 
gain an extra life, 
Blow open the 
door, total the 
safe with some 
dynamite, and 
bingo! An extra 
life is yours, 


but the addition of breaking into store- 
rooms and buildings to collect ammo 
or free POWs adds a little variety. The 
assassination of Junta members also 
provides another twist to the hack- 
neyed scenario. 

The scenery and characters in Fer- 
nandez have a very pleasant cartoon 
quality about them (which lessens the 
impact of the mass murder portrayed), 
which are uncomplicated, yet appeal- 
ing and adequate for the job in hand. 
Mirror soft reckons the game Is 256 
screens high, and would take around 
40 minutes to complete. Just by trog- 
ging through the landscape as fast as 
possible. However, a Little diversifica- 
tion would increase the lasting interest 
of the mission, which gets a bit 'samey' 
after a few dozen screens. 


The number of t.harac- 
ters on-Screen, plus the 
accompanying bullets 
provide a suitable 
'action- packed" environ- 
ment (even if it does slow down at 
times), and the atmosphere is en- 
hanced by aume clear sampled sound 
effects of gunfire and death screams. 
While that is quite effective, there are 
only four or five different samples — a 
greater number would have added wel- 
come variety to the proceedings. Scroll- 
ing ia reasonable, considering the col- 
ourful nature of the game and the 
number Of Sprites present, and the 
pace is generally fast enough for the 
style of p Jay. However I n ft en lampnffri 
the Slow frequency of the rocket laun- 
cher — bearing in mind the considerable 
Opposition provided by gun emplace- 
ments etc. In this case, a separate 
keyboard option would have been wel- 
comed. All in all though, a worthwhile 
venture for fans of the type. 


PRICE! 

RELEASE DATE: 

GRAPHICS 

SOUND 

P LAY A B I L I T Y 

VALUE 


£19.99 
Out Now 

72% 
77% 
65% 


OVERALL 73% 


^^^^^^t The Commodore ver- 
jflr sLon of Fernandez Must 

* Die is a straight port- 

y fjvpf from the ST. To 
this end, the comments 
above hold true, although the Amiga 
does manage to keep the action going 
at a slightly faster pace, andthesam 
pies, as expected, are a lot clearer. 
Possibly disappointing — there is a lot 
of unfulfilled potential in the Amiga 
version, mainly where the graphics are 
concerned but it's still a jolly romp 
nonetheless, 

PRICE: £24.99 
RELEASE DATE: Out Now 

GRAPHICS 60% 
SOUND 70% 
PLAYABJLITY 78% 
VALUE 64% 

OVERALL 74% 
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□ AMIGA PRO SAMPLER STUDIO + DATEL JAMMER 


£ A li>p ijMiiliiy sound sampling sysicni 

al a realistic price. 
9 100% machine code soft wart- fur 

rcaLtlmc functions, 
0 HiRes sample editing, 
^ KeaJtime frequency display. 

d EifiitciiOf k-vrl rcirliTS. 

0 File* saved in IFF fami.il. 

0 Adjustable manual/automatic record 
trig level, 

only £69-99 please 


9 Viinablc sample rate A playback speed. 
^, Seperale scroll line waveform windows 

plus noun Function with Edit windows 

lor fine accurate editing, 
^ 3D shot of sound waveform. Wave 

editor to design your own waveforms 

nr adjust existing ones. 
^ Microphone & line Input t/4 Jac k A 

Dm connections. 
^ Software files can be used within 

orhrr music uUMlies 

STATE A5OO/1CW0/30O0 


To < :iiiiplnil<'[11 1 1 1 1 ■ S-iilllf)]..' SuhIlii llu- 

Datel Jammer gives you a 5 octave 
keyboard to play A record your sampled 
sounds. 

FEATURES:- 

^ 4 track sequencer up to 999© events. 

^ Tempo Oc Beat controls. 

41 Mixer Controls on Instruments. 

£ Load & Save sequence. 

A Works on si;iri:l.n ii IF I lih' sounds. 




□ MIDIMASTER 

^ Full Midi Interlace for A5Q0/1000/ 
2000 Iplease state modcll. 

^ Compatible willi most leading Midi 
|s,i< kiiu' N Mm ludintl. [>,-'\Uimi I 

% Midi In - Midi Out x3 - Midi Thru, 

# Fully Oplo Isolated . 

^ No need to pay more - Full Midi 
standard. 


Q MIDI MUSIC 
MANAGER 

A TRULY PROFESSIONAL 
MIDI PACKAGE AT A 
REALISTIC PRICE 

% Play sampled sounds Oil Amiga from 
anv Midi track. 


only £34.99 


9 Full dubbing listen to one track 
while recording another, 

^ Works with many Midi Mil effaces 

including Date! Midi Master ft* 

I M IDI CABLES ^ H n " A[ w M " L < r,Li: k - j,,r n - can 1 / 

playback. 


9 '■"P quality . 
9 -J metre length. 

ONLY £6.99 PAIR 
UNBEATABLE VALUE 


Adjustable track length limited only 
by available memory. 

Works wilh standard IFF files. 


only £39.99 


□ 1MEG 
INTERNAL 
DRIVE UPGRADE 

# Replace internal 500K drive with a 
full I meg unit. 

% Top quality NEC drive unit. 

# Full fitting instructions. 

% Easily fltied. no special skills 
required. 

^ Direct plug In replaccmi i il . 
^ Available now. 

^ When considering a drive replacement 
remember thai quality is most 
Important. 


□ DATA/SWITCH 
BOXES 

4) A/Ei lype connect two printers to one 

computer or vice-versa. 
W Centronics connections ur K52I12 

Serial connections (25 pin], Please slate. 

only £24.99 

^ ABC type connect three printers to 
one computer or vice-versa. 

% Centronics or RS232 COimeCtlora. 

o nly £34.99 

□ PRINTER LEADS 

% 25 pin !>' to 3ft way Centronics 
parallel lead. 1 , 2m Length. 

0 A500 or 1000. please state. 

only £8.99 



only £79.99 
□ ST COPY - DEEP SCAN NIBBLER 


Copy an entire disk even highly 
protected programmes - Jn under GO 
seconds. 

Works with one drive or two, 
Multiple copv o pi inn mlows yon to 
rruikc many copies from one orlgiunal 
Copy 1 or 2 disk sides - up to 85 
tracks. 

Special lot mm p riKiers lor uon 

standard formats. 

Using 1040 ST. copy a whole disk in 
one pass with a single drive. 


Unique 'INFO' analyser - displays vii.il 
disk parameters, including sector 
distribution, data dispersion, 
1 1 j i > - ■ - 1 ■ - : ■ -l - ■ - shaus. etc.. <ie. 

Compatible Willi 520 flf ICMO ST 

Full verify option. 

Easy to use [eon driven program [in- 
takes (he mysleiy in.n ol disk backup 


only £29.99 


□ ST SUPER TOOLKI 

0 rowerflill track/ sector editor. 

only £1 4.99 


hv-pl.iVs up Ik i-i.i 1 1 iirks, r?tt serlors. 
J-'iiJJv menu driven. 


Hi«H»- range ol features ir>o many to 
list. HiRps display Iworks mono onlvl 


ACE 1 
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□ EXTERNAL 3.5" DISC DRIVE 



CTTion! 



9 Slimline extra low profile unit - only 
6" Lonjfl 

^ Top quality NEC drive mechanism. 
0 Throughporl allows daisy-chaining 

other drive*, 
£ A ruptrbly styled caa* Ehi tubed in 

computer colours. 
^ Fully compatible . 
^ 1 mcj^ unformatted capacity. 
A Good length cable for positioning on 


your desk etc, 

ONLY £83.99 SINGLE DRIVE 
ADD £5 FOR COURIER DELIVERY IF REQUIRED 


Value for money • before you buy a 
drive pleawe compare 1h* fcjituira - 
this drive has an NEC drive unit A Is 
housed in a superb housing - many 
units available are built to a price & 
not a standard. Don't hjmtihI f«w 
pounds less A snd up with 'rubbish' - 
eV remember you are buying from the 
manufacturer. 
Complete - no more to buy. 

Stnglc or twin dil vr. Toodela available. 


£1 49.99 T 


(AMIGA QHL¥| 



□ 51 2K RAM EXTENSION CARD 

0 Aviillublf witli/wiilunji t blender /clock option. 
Q Simply plugs internally into A5O0 slot. 
% SvviU h in/nui Willi *wiMi mi|i|>lli-d. 
0 Fitted In minutes ■ no soldtrit]^ etc 
0 Accept! 41296 DRams (zero K filled]. 

£ With calendar/clock onboard time/date automatically booted. 
4| Killing' l);n ki.i.l lo ii-..nn lime/date. 

ONLY C1 9-99 FOR STANDARD CARD TO ACCEPT 51 2K 
ONLY £34.99 FOR VERSION WITH CLOCK / CALENDAR 
PHONE FOR LATEST 
FULLY POPULATED BOARD / RAM PRICES. 



'J EXTERNAL DRIVE 
SWITCH 

^ Switch in/out of external drives. 
Save on memory Allocated For drives 
not currently in use 


DPI ft DP- 


ONLY 


i^TOntrolled- 



□ 1 MEG RAM 
UPGRADE KIT 


□ REPLACEMENT 
MOUSE 

0 Fully Amiga /ST compatible, 
A Rubber coated ball , 


Complete kit to fli internally Into 
520 3TFM. 

5I2K o( FASTKAM lo bring your 520 
uptoafull KM0K1I 
Fining is a straightforward soldering 
|ob - achieved by anyone who has a 
little experience, 

Makes unit fully 1040 Ram compatible. 
Coinplftf with illustrated instructions. 


Optical 


124.99 


J SPLITTER LEAD 

^ Allows, joystick ft mouse to be 
connected to same port. 

ONLY £4.99 



only £99.99 


□ SOLDER/ 
DESOLDER KIT 

0 If you wish to do your own Rant 

upgrade then we can supply ihc tools. 

0 Quality soldering Iron plus a desolder 
sucker tool ft solder. 

0 Useful! for many other Jobs. 

only £9.99 


LY DESPATCHED WITHIN 48 HRS 

O ORDER 


B Y POS T 

El 


id cheques/ POs made 
payable to "Dalcl 
Electronic*" 


FAX 

0782 744292 
* . 

i:K OKD PUS IliST PRKK 
E [J ROPE ADD £1 
OVERSEAS ADD £J 


□ MARAUDER II 

QUITE SIMPLY THE BEST DISC COPIER i 
AMIGA (ALL MODELS) 

£ Supcrlasi disc copier will copy utmost 
any commercial disc, 

£ F'lh'inllv iif~rl" 1 1 1 1 cl't: LLC Mousr driVCll 

t hrou^hon L . 
4P Ctini|>ktlv i-ninifJiitlbk- with Amiga 

multitasking system. 

0 Even decrypts many encoded 

|imtt';imM, Including 1) hint /Video/ 

Paint/ Music /] I eh . 
9 Support Sup to 4 drives I 

simultaneously lor mnllplr copies. ^ USA'* 

ONLY £29.99 POST FREE 


CATIONS CORRECT AT TIME OF PRKSS 
TO CHANGE U N lion NOTICE 


lease reserve goods by telephone prior to vi»lt- 


\i -'! 


TEL 

TRonics 1 


ig ridge of white team throws your boat into the air wr^ LTD.* FENTON INDUSTRIAL ESTATE 
s^'.m but impractical as the boat's spe*d drops while in .^TON, STOKE-ON-TRENT , ENGLAND. 


TECHNICAL ONLY 

0782 744324 
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LOOKING FOR SOMETHING 
OUT OF THIS WORLD? 



You'll find it at 


The 12th Official 


{commodore 

computer show 


10am -6pm Fri, Nov 18 
10am -6pm Sat, Nov 19 
10am-4pm Sun, Nov 20 

Book your ticket now for the 
show that has everything: 

* Trie complete Commodore hardware 

range, 

* All the very latest in software - both 
entertainment and business. 

* Peripherals that will add totally new 
dimensions to your machine. 

* Technical advice from the UK's leading 
Commodore experts. 

. . . and, most important of all, you'll 
discover bargains in the form of many 
hundreds of special show offers. 

You can even save £1 a head before you 
get there by using this advanced ticket 
form 


p - — ------ 

I ihhlHL! liMCtl I (J OIK' trails 

|"ec&rdlnft another. 

I. with many Midi Interfaces 
'ing Dalel Midi Master Isee Ad) . 
ImrT-i- Midi ii in ks For record^ 

I k 

liable track length limited only 
tillable Trieiimrv 

FT' Itles. 


Full fating iri-,inn-rknts 
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0 Easily fltted. no special skill 
required. 

0 Direct plug in replace ment. 

^ Available now. 

0 When considering ;« drivr rc| 
remember (hat quality is md 
important. 

ONLY £79.99 
□ ST COPY i 

^ t'n|>-, . li i ml in- disk • even 
protected programim-- ii 
seconds | 

40 Works wtth one drhne or 

^ M i. ill iple copy option allows| 

make many copies from oiii 
% Copy 1 or 2 disk skies - up| 

tracks. ■ 
0^ Special formal parameters | 

standard lorinals- * 
0 Using 1040 ST. ™py ■ whnj 

cm- piis* with a single drivni 


in i 


Champagne Suite & 
Exhibition Centre 
Novotel, Hammersmith, W6 


And you just mustn't rriss. the wonderful world of 
Amiga - where you'll be able to see for yourself 
tile ultimate in personal computing. 

No matter which Commodore machine you use - 
from the C64 up - you'll find just what you are 
looking for. 

All the leading companies servicing each sector of 
ttie Commodore market will be on hand to 
demonstrate their latest developments. 

Traditionally the liveliest Commodore event of the 
year, this pre-Ctinstmas show is one you can't 
afford to miss. 


How to get there 


□ ST SUPE 


Bj Undergrounds Nearest tu&e station is Hammer- 
smith, j Piccadilly, Metropolitan & District Linesi 

By Bus: 266. 714. 716. 290. 30. 72. 73. 74. 

Car parking facilities available at the Novotef. 


Powcrl'ull truck /sector cdiici 

Displays up to 85 tradca/21 
Fully menu driven. 


Al t. i 
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acy French software house Titus* 
latest is a futuristic shoot 'em up 
.with an aquatic flavour. But does it 
offer any improvements over its previous 
endeavours? Gary Whitta is our man at the 


poolside 


amor 




■hat rapidly approaching ridge of white foam throws your boat into the air whim yow 
over it. Pretty, but impractical as the boat's speed drops while in the air* 


A weak storyline sets the 
scene for Offshore War- 
rior. The year is 2049 
and Earth has been, 
taken over by a race of 
extra-terrestrials which now monitors 
and controls all life on the planet. War 
and violence have been abolished and 
even sport Is kept on a non-contact 
basis. To provide the action and vio- 
lence that everyone is longing for, a 
new blood sport is devised* where 
power boats race and shoot their way 
around aquatic arenas. The com- 
batants In this deadly future sport are 
the Offshore Warriors of the title. 

The player is shown the location of 
the first race, as well as the date and 
time, before the game proper can be- 
gin. The race itself is presented very 
much In the same way as Titus" pre- 
vious two exploits. Crazy Cars and Fire 
And Forget, ie- you view the game 
from a fixed position directly behind 
the craft you control, in this case a 
high-speed powerboat. Although the 
race arena is huge in size, only a 
specifically designated part of It can be 
raced over, and this area takes the 
form of a road-like strip cordoned off 
with buoys. As a further protection 
against you straying off the beaten 
track, a series of rocks line the buoys 
on the outside. 

As there are no lives or even a time 


► 



limit, the idea Is simply to reach the 
end of each race in first or second 
position, allowing you to qualify for 
the next race. To help you do this, your 
boat is equipped with a missile sys- 
tem. It's not too difficult to knock out 
opponents, but even so it pays to be 


00 


©Graphically. Offshore 
Warrior fails to im- 
press. The different 
backdrops are reason- 
ably w#ll defined, but 
move clumsily ► as do the objects in the 
water, and the boats are very badly 
drawn. Sound is on the same mediocre 
level as the graphics, consisting of little 
more than a dulJ title screen tune and 
uninspired In-game effects. As a direct 
result of the poor aesthetics the game- 
play suffers quite badly, and the whole 
experience becomes rather mundane 
and tiresome. A shame really T as the 
idea of taking the standard Roadblas 
ters format and giving it an aquatic 
theme is one with plenty of potential. 
Unfortunately Titus, hdi failed to ( vn- 
vide sufficient thrills and spills with 
Offshore Warrior. It's marginally more 
entertaining than their previous re- 
leases* but there's still a distinct lack uf 
engrossing action to enthral for any 
great length of time. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABJLITY 

VALUE 


£24,95 
Out Now 

Sl% 
46% 

30% 


OVERALL 41% 


.j^^BL Unfortunately we we- 

jjlJ^W rent able to get hold of 

M ^ PC version In time to 

^^Hta(r review it properly this 
issue, but it certainly 
doesn't look too bad at all and might 
just turn our to be the best version of 
the lot* Update next month. 


Offshore Warrior of! ST 
isnt much different to 
its Amiga counterpart. 
The colour Is much the 
same, with the odd 
minor sacrifice here and there, and the 
sound effects are also similar. All the 
faults* such as the repetitive game play 
and judder v graphics are still evident, 
and when these are taken into account, 
it's fair to say that Offshore Warrior 
offers no significant improvement over 
the Amiga version, 

PRICE £19,99 
RELEASE DATE Out Now 

GRAPHICS 40% 
SOUND 50% 
PLAY ABILITY 46% 
VALUE 32% 

OVERALL 41% 



careful as missiles are in painfully 
short supply. Seeing as only two are 
provided in the first race, the manic 


blasting techniques employed in 
games such as Overlander and Fire 
And Forget will be of no use here. 

Completing a race in first or second 
position results in a hefty points bonus 
and progression is made to the next 
race. The first season starts in 2049 
and consists of four races and complet- 
ing it takes you onto the 205O season, 
again four races long. If you manage to 
complete this season you can progress 
to the world championships in 2051 
and ultimate glory... or failure and 
death. 



n opponent s boat bites the dust as one of your high powered missiles rams into it. 
LNot only do you receive a porky points bonus for the kill, you don't have to worry 
about overtaking him! 


SEVENTEEN BIT SOFTWARE 

AS FEATURED IN THIS MAGAZINE 


THE PREMIER PD D.SK SUPPLIERS FOR ATARI ST & CBM AMIGA 
WE HAVE OVER 150 DISCS FOR THE ST AND OVER 300 FOR THE AMIGA CONTAINING AMAZING DEMOS. 
MUSIC, GRAPHICS, ANIMATION, GAMES, UTILITIES PLUS LOTS MORE SENSATIONAL SOFTWARE ALL AT £2.50 

EACH 

TRIAL MEMBERSHIP !! 

FOR JUST £1 WE WILL SEND YOU THE LATEST ISSUE OF OUR 
REGULAR DISC-MAGAZINE WHICH WE ARE CERTAIN THAT YOU'LL 
LOVE AND WANT TO JOIN THE BEST 16BIT CLUB GOING! WE WILL 
OF COURSE SEND DETAILS OF OUR MASSIVE PD DISC RANGE PLUS 

DETAILS OF OUR SUCCESSFUL USER CLUB. 

WE WOULD LIKE TO POINT OUT THAT THERE ARE NO OBLIGATIONS WHEN JOINING 17 BIT 
AND THAT WE GUARANTEE YOUR SATISFACTION. YOU CAN OF COURSE ORDER ANY OF 
THE DISCS FEATURED IN THIS MAGAZINE AT JUST £2.50 (INC 1ST CLASS POST AND 

PACKAGING & SAME DAY DESPATCH). 

THE DISC-MAGAZINE FEATURES NEWS, REVIEWS, ARTWORK, UTILITIES, SOME GREAT MUSIC (AMIGA) AND A 

FANTASTIC DEMO FOR YOUR MACHINE. 


AMIGA OWNERS!! SEE US AT THE NEXT COMMODORE SHOW, WE LL BE ON A STAND NEAR 
THE BAR, POP DOWN AND SAY HELLO TO US ON THE MOST INTERESTING STAND AT THE 

SHOW !! 

SEND £1 FOR OUR LATEST DISC MAGAZINE TO: 

DEPT 1 
PO BOX 97 
WAKEFIELD WF1 1XX 
TEL 0924 366982 

ACCESS & VISA ORDERS WELCOME OVER THE PHONE MON-SAT 


ACCESS CARD 
HOTLINE & 
0732 7705OB 



AIAKISI KRPOUK 


5 Star Compilation 24.95 14.91 

Action Service 19.95 11.90 

Artura 19.99 15.35 

Barbarian II 14.99 9.50 

IJeyondlhe Ice Palace 19.99 11,90 

Hombiack 19.99 11.90 

Captain Blood 24.95 H.90 

Carrier Command 24.95 h.m 

thrcmo guest 29.95 17.90 

Corruption 24.95 14.90 

Cybernoid 19.99 15,35 

D.T. Olympic Challenge ....19.95 11,90 

Double Dragon ri.'i'i 11.90 

Driller 24.95 14,90 

Dungeon Masler 24.95 14.90 

Llile 24.95 14.90 

ttiminalor ..19.99 15.35 

Empire strikes Back 19.95 11.90 

bHOn«fe .* 19.95 11.90 

Enolon 19.99 15.3S 

F L-deration Free Traders 1 9 .99 1 5.35 

Fire and For K et 24 99 14.» 

H*h! 24 95 14.90 

Football Director 2 19 . W 1 1 .» 

Football Manager 2 19. I W 11.90 

Ci.Lineker'sSuperskills 19.99 15.35 

Games-Winler Edition 19.99 15.35 

Guild of Thieves 24.% 14. !W 

Heroes of trie Lance 24.99 19.15 

Hoi Rail 24.9'i 14.90 

I lypertHiwI 9.99 

Ikari Warriors 14.99 9.50 

IK+ 19.99 13.90 

Impossible Mission II 19.99 15.35 

Kennc.*dy Approach 24.95 14.90 

Lancelot 19.95 11.90 

|..-j<k-itii.urdP^riJii.- l'i '■" IUi 

I vendor Sword 24.99 14,90 

llM KU-ti>U' I'l.VJ n. wt 

Luxor 14.95 9.S0 

Mafriel 14.95 9.50 

Molorhike Madness 14.99 ».» 

Nehulus 19.99 15.15 

Nelher World 19.99 15.3S 

Oirshon-W,nri(ir 19.91 11.90 


ALL ORDERS SENT BY 
FIRST CLASS POST 
WITHIN 24 HOURS 

fcubjert to availability) 


2 QUARRY GARDENS, TON BRIDGE, KENT TN9 2SG 


PROBABLY If ft Ci fLAPEST SOFTWARE PRICES (N THE UK. 
SPECIAL OFFERS TO THE ONF READERS - UP TO 40<X> OFF RRP 


ATARI ST 


\i K \ ' OLK ■ AMIGA 


OUR ■ AMIGA 


Okls I 1 >.9'j 11.90 

Oops! 19.95 11.90 

Operation Won" 19.95 11.90 

Outrun 19.95 15.35 

Ovedander 19.99 11. M 

Par Mania 19.95 11.90 

Plaloon 19.95 11.90 

Pool oi Radiance lA.'fi 19.15 

Pro Copy (new version i. .. .5-4.91 26.90 

Quadralien 19.95 11.it 

Quantum Pain! 24.95 14.90 

STAC .19.95 25.90 

Shadowcate 24.99 14.90 

Sidewinder 9.99 «.4t 

Sk v I base 19.99 11.90 

SnldifroHiphl 19.99 11.90 

Sim ery Plus 19.91 11.90 

Space Harrier .,,„,,,,,,. r .1 9 . 99 1 1 .90 

Star Goose , ,.„,„. ..19.91 11.90 

Star Ray 19.94 11.90 

SlaraHder2 u.w 

MOS 29.94 19.90 

SuperHangOn ri -19 n.sa 

I'he-KnsMl 29.99 17. 9U 

Thtmderrate 19.99 11. 9U 

Time and Maeik 19.93 11.90 

Veh-ran 14.95 9.50 

Victory Road 19.91 11.90 

Virus 19.91 11.90 

Vroom 19.91 11.90 

Where Time Mu<nl Mill 1 9 .91 1 1 .90 

Whirligig 19.91 1190 

A-iiaps „„ , 19.99 15.35 


AMIGA 


KKI* OUR 


AlH'n Syndrome 24.99 14.90 

«™ ft "V 24.WI4.90 

t apone IMS 17.90 


Captain Blood ...........24 

CarrierCommand 24 

Chronn Quest 29 

Corruption 24 

Cybernoid 19 

n.T.Oly mpk Chal lenge 24 

Douhle Dragon 19 

Driller 24 

E. Edwards Super Ski ,..,.19 

Empire Strikes Back ......19 

.J | I ..I MlJr 19 

I ederation I ret- 1 radc-rs 29 

Football Manager 2 19 

(iames- Winter Edition 24 

Cariield 24 

Helter Skelter 14 

Heroes of I be Lance w <24 

hue Ball -T.24 

Ikari Warrior 24 

International Soccer 19 

Lancelot 19 

Leaderboard Birdie 24 

Leatherneck 19 

Legend of the Sword 24 

Live &Ut Die -24 

Menace 19 

Mortvi He Manor J-i 

Motorbike M^c. 14 

Nebului 19 

N ether World .19 

Obliterator JJ....24 

Oh Shore Warrior M 

Operation Wolf 24 

Oulrun 24 

Pac Mania 19 

Pew! 29 

Platoon , 24 

Quadralien , ...19 

Sentinel .............19 


14 --HI 
U 411 

i? '-hi 

14.90 
15.35 
14.90 
11.90 
14.90 
11 411 
11.90 

1 90 
22.95 
11.90 
19.1 S 
14.90 

9.50 
19.15 
14.90 
14.90 
11.90 
11,90 
19.15 
11.90 

I J 'ft- 
14.90 
11.90 
14 90 

9.50 
11. 11 
11. LI 
14.90 
14.90 
h >n> 
19.15 
11.90 
17.90 
14.90 
11.90 

II --hi 


Ttmrder send the form with payment payable to 'Beat Byte' or phono Access hotline 0732 770. t f08 

Overseas order add £1.50 per item, outside Europe £3.00 per item. Matt order onfy 
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Sham I'm up Cons Kit .......24 

Sidearm* 24 

Space- Horr»*f 24 

Mar Nay 24 

Slarglider II ...24 

Summer Olympiad ..,..,19 

Tanglewood 19 


IheXrisIa 
Th 

Thunderf 

Tracfcof 

Ultima IV 

Universal Mihlarw Sim 

Uninviled 

Vectorball 

Victory Road 

Virui 

Wanderer 24 

Whirligig „, ,.19 

Zynaps 19, 


N L5-90 

W ta ts 

W 14.90 

95 14 4(1 
95 11-90 
95 11.90 
99 17,90 

n i7.» 

99 14.90 
91 14.90 
9> 11 111 
9S 14-i* 

» uM 

99 9,50 
95 14,90 
OS 11.90 
99 14 90 

,95 11,90 
99 15.35 


3.5" DSDD 
DISKS 
UNBRANDED 
135 tpi 
95p EACH 
MIN 10 

FREE Cover Up token 
with every £5 (RRP) 
worth of software 
{white offer tests) 


Nomr 


Address 


I Viyj in-nr [Tii k i 

Card No 

Micro 


□ PO □ Cheque Access 
Signature 


ITEM 


ON* NOV 


TOTAL 


AMOUNT 




16 BIT HITS FOR THE ATARI ST II AMIGA 


£29.99 


ear old Ronnie Reagan 

D would be overjoyed if he 
got wind of what Ac+i vi- 
sion's latest Sega coin-op 
conversion is all about. 
Like the original arcade version, it's 
based on the controversial Strategic 
Defence Initiative (SDI) project. 
Reagan's idea of putting laser satelli- 
tes and orbiting missile launchers into 


• MP 4 4 
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space may not be the best way to 
ensure the long-term survival of the 
human race, but when it comes to 
writing computer games, It's a subject 
with great potential, and SDI realises 
it. 

The plot is grim to say the least. 
Over the past few years tensions be- 
tween the USA and the USSR have 
been escalating, and have finally 
erupted Into full-scale global conflict 
Ceek!). The Soviets, nasty little red 
creatures that they are, have launched 
a massive missile on the United States 
and the only way to stop it and save 
peace, justice and the American way is 
to put Into action Ronnie's pipe dream. 
SDI, and knock out the missiles before 
they can enter the atmosphere* 

Select the number of players and the 
game begins with a neat opening sequ- 
ence- A US space shuttle flies on screen 
from the left, opens its bay doors and 
ejects a satellite before exiting to the 
right. Control of the satellite is then 
handed over to the player. 

The screen scrolls from left to right 
over a series of picturesque and suit- 
ably 'spacey' backdrops. The satellite 
Is controlled by using either the mouse 
or the joystick <or both at once) and 
works Like this: the satellite is equip- 
ped with a free-roaming cursor which 
is used to target waves of incoming 
enemies and soviet ground target 5- 



Acti vis ion's latest conversion 
has turned one of Sega's lesser- 
known coin-ops of '87 into one 
of the more entertaining ST shoot *em ups of 
'88. Gary Whitta braves the shuttle and 
heads for the stars. 



Kitting the right mouse button will 
then fire the satellite's Lasers. 

Soviet weapons come in many sha- 
pes and sizes, the most common being 
the waves of concoming nuclear mis- 
siles. Fortunately they travel quite 
slowly and are easy enough to pick off; 
what's more they can T t damage the 
satellite if they hit it. Missile support 
troops are a different story. These 
pods, spaceships, probes and all man- 
ner of futuristic space weapons don + t 
hesitate to open fire or even crash Into 
you at the earliest opportunity. There 
are two ways to deal with them; either 
shoot them before they shoot you or 
hold down the left mouse button, 
which gives direct control over the 
satellite itself, as opposed to just the 
laser cursor. Wow it can be man- 
oeuvred out of the way of any 
approaching nasties or laser bolts, 
preventing you from losing one of your 





precious lives. 

To help you on your mission, enemy 
satellites appear from time to time 
bearing weapons capsules- Destroying 
the satellite results in the capsule 
being released, and can be collected by 


t 's Level Eight and things are rea 
I hotting up. The satellite is sur- 
rounded and unless something is done pretty 
quickly death will soon follow... 


he second half of each level only 
appears if you let any missiles 
through on the first. Such is the enjoyment 
f leaned from this section, it's almost worth 
doing so just to play itt 



flying over it^ By collecting the capsu- 
les, the satellite can gain extra speed, 
more missile cursors and increased 
firepower. 

The aim of this part of the game Is to 
knock out as many of the marauding 
missiles as possible. If the player fails 
to destroy them all and lets some pass 
by T they reach their United States 
target. At the end of the stage the 
satellite is retrieved by the shuttle and 
a graphical representation shows the 
amount of each type of nasty des- 
troyed, 

If any missiles are let through, the 
player must go onto the second phase 
before he can complete the level. Here 
the satellite is positioned above a 
floating space platform and; must de- 
fend it from yet more incoming mis- 
siles which shoot upwards before 
peaking and slowly floating down to- 
wards the platform, causing more 
damage. Shooting them is again a 



matter of targetti ng them with the 
laser cursor, and the satellite can still 
be moved to avoid the other swirling 
nasties that appear, who are this time 
even nastier. Shooting them turns 
them into yellow red ion storms that 
float off in random directions, des- 
troying the satellite if they come into 
contact with it. Once the attack wave 


► 
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more Missile Command frolics 
[ to be had in the Defensive Stage, 
Watch for those two missiles closing in fast! 

nyone remember the coin-op 
^original? Alas anyone even heard 
of the original? Who cares-. Activision have 
produced one this year's biggest surprises with 
this immensely accurate and playable conver- 
sion. 
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has ended h another performance graph 
Is displayed, where the percentages of 
destroyed Soviet weaponry are turned 
into bonus points. There are 12 levels 
In all, each with Its own set of pretty 
background graphics and indigenous 
enemies which get tougher as the 
game progresses, 



s «**>*- mi 



Yes, SDI will be coming 
out on the Amiga, but 
information on it is a bit 
vague. We DO know 
that the graphics and 
sound will be tarted up a bit, and that 
you will have to wait a bit longer for it, 
but that's It for now. More detailed 
update should follow next month. 
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tagc Nine introduces the... er*<. big lumpy brown things. Graphically exquisite, and they 
"don't damage Che satellite either! 


Activision has done a fine 
job of converting SDI to the 
ST. People may liken it to 
the age-old Missile Com- 
mand, where missiles were 
knocked out of the sky with a cursor, but U 
Just Isn't fair to do so- SDI is a tremendously 
original approach to the cursor-based shoot 
'em up, enhanced by the addition of some 
wonderful graphics and sound. The back- 
ground graphics on each level have been 
very well defined, as have the flutdly- 
ani mated sprites, Scrolling is slick, and 
unlike many other ST games, it doesnt 
slow down or judder when the screen fills 
up with sprites (as it inevitably does on 
later levels?- Sound too is SO me Of the nicest 
on the ST so far. and features a different 
tune for each level, effective In-game noises 
and a brilliant sampled electric guitar load- 
ing tune. The two player options, where on* 
player controls the cursor with the other 
handling the satellite is original and helps to 
generate a gdbd team spirit. All in all SDI is 
quite definitely the most accurate coin-op 
conversion to date, and even pips Super 
Hang -On when It comes down to sheer 
payability value. An absolute must for all 
ST owners. 


PRICE: 

RELEASE DATE: 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£19i99 
Mid November 
82% 
80% 
89% 
82% 


OVERALL 86% 
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Manhattan Dealers is an action packed 3D combat 
game in which you will need all your skill to over- 
come your enemies, In different areas of Harlem 
vicious thugs spread fear and terror. On the banks 
of the Hudson River, evil vamps crack their whips. 
In the most devastated slums of the Bronx, pitiless 
skinheads and chainsaw maniac punks shed inno- 
cent blood. Cruel ninjas and invincible samurais 
control the streets of Chinatown. 

A superb mixture of fun and 

action available for ATARI ST £ 19.99 

AMIGA £ 24.99 

IBM PC £ 24.99 



Unit 4 Stannets, Laindon North Trade Centre 
Basildon Essex SS15 6 DJ 

Tel. 0268 541126 - Fax 0268541125 
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Mail order - Send a cheque to the above address or phone our credit card hotline {post + packing free) 




el co me 
once again 
to our regu- 
lar helping 
off demos. There's a fine 
selection on show this 
month, including what is 
quite possibly some of the 
funkiest music yet heard 
on the ST. Anyway, if 
you've got a demo that 
you think the world should 
knoW about, pop it in a 
jiffy bag and send it to 
THE ONE, Priory Court, 
30-32 Farringdon Lane, 
London ECiR 3AU, with 
an accompanying letter 
explaining exactly what it 
is, who you are t and (if 
possible) how people can 
get their mitts on it. If it's 
any good well do our best 
to feature it. 



DISK 122 


a bit weird, this one, but impressive 
r\ nonetheless. It's an original anima- 
tion system by the name of the Silicon Anima- 
tion Machine (SAM) which animates {surprise 
surpise) a series of Neochrome digitised pictur- 
es. The demo accompanying it is a sequence of 
digitised picture from the closing scenes of The 
Karate Kid, where Dan id (Ralph Macchio) 


decks his opponent with a lethal flying kick. The 
sequence is only about two seconds long but 
repeats continually and represents an extremely 
pleasing effect. If you get bored you can always, 
start messing about with the frames of anima- 
tion and get some very silly results. My old sides, 
they ached for days... 







DISK 152 


ST 


w: 


Mthout doubt one of the most 
enjoyable demos we've received 
tms month. Quite simply it's a completely 
digitised rendition of the MARRS Number One 
hit of a year ago, Pump Up The Volume. 
Accompanied by some simplistic but effective 
graphics and an entertaining swirly scrolling 
message, this version is arguably better than the 
original record! The samples are of an excellent 
quality, and at times this remix is completely 
indistinguishable from the Veal thing'. It also 




contains a whole host of new samples, including 
the recent "Buggerallmoney 1 ' chant and quotes 
from Forbidden Planet {"Human beings near- 
by"). Star Trek ("Captain to Bridge") and the 
best of the bt, Mission Impossible, with the 
classic 'This tape will self-destruct in five 
seconds". ALL the lyrics from the original are 
there, and all in all it represents one of the best 
Public Domain disks on the ST to date. Don't 
miss it! 


DISK 17 


eal Amiga demo afficionados will 
robabiy have already seen this one 
about before, as it's beginning to get on a bit 
now (it's been doing the rounds in shop 
windows in Tottenham Court Road for ages). 
Amiga disk 17 features a compilation of anima- 
tion demos, including the gorgeous 'Birds'. No, 
not the Page Three variety that seem to be a hit 
with demo makers of late but the Happy ones. In 
this case some beautifully animated seagulls flap 
their way around a solid Amiga logo, in time to 
some sampled seagull-type sounds. Also fea- 
tured on the disk is a ray-traced Amiga ball 
(snore) and a reasonably effective animation 
that's the result of merging Scull: 3D and 
Deluxe Paint. 






DISK 150 


(it iow here's a novelty. The pOou-lar 
j^J I \lTV ad for Miller Lite, accompanied 
by the Hollies 1 classic He Ain't Heavy, He's 
My Brother (it's the real original version too. 
not the crappy Bill Medley one, remade for 
Ram bo III), About a third of the record is 
there (the same as featured in the ad) with all 
the speech, and just for fun, stills from the ad 
have been digitised and are plyed as the music 
runs, Check out the bewildered granny for a 
good belly laugh. 



ON 





Coin-op connoisseurs 
have lots to keep them 
occupied this month, 
what with Ninjas to be 
battled and helicopters to 
be captained - and you 
can even become Super- 
man for a couple of bob. 
But best of all is a race 
and chase fame which 
gives Outrun a run for its 
money* Julian Rignall fills 
the slots.., 




SUPERMAN 



CHASE HO 




NINJA KAZAN 




COBRA 
COMMAND 


I $ it a shoot "em up? Is it a 
I beat 'em upl No! It's 
I both; rt Superman. 

Taito recently acquired the 
rights to the evergreen DC 
comic character and Super- 
man is the end result - and 
what a disappointment it is. 

One or two players, are 
given the opportunity to put 
their Y-fronts on the outside 
of their tights and take to the 
skies to defend truth, justice 
and liberty - or whatever 
Superman defends these 
days. If two players join the 
action, one wears the tradi- 
tional blue and red garb, whi- 
le the other takes control of 
a similar sprite who's dressed^ 
in red and blue. 

The first level is pretty 
much Kung-Fu Master in a 
different package. The super 
heroes walk or fly along a 
horizontally scrolling street 
kicking and punching yellow 
androids as they emerge 
from both sides of the 
screen. It takes a couple of 
kicks and punches to do away 
with an enemy, or a single 
power bolt can bo fired by 
keeping the fire button de- 
pressed for a few seconds in 
R-Type fashion. 


As the players progress, 
android attacks become 
more and more intensive, 
making it difficult to avoid 
their energy-sapping pun- 
ches. Each accurate enemy 
hit knocks a third off Super- 
man's energy bar, and he has 
three lives. 

At the end of the first level 
is a big green giant - not a 
very jolly one, for he rains 
punches on the do-gooders. 
Kick and punch him enough 
times and he eventually gives 
up the ghost and the level is 
complete. 

Next comes a vertically 
scrolling flight- up a seeming- 
ly never ending skyscraper. 
Again Yellow androids 
attack, but this time they're 
accompanied by silver robots 
who are hardier foes, Reach 
the top and the action 
switches back to horizontally 
scrolling as the Supermen fly 
hig over the rooftops pun- 
ching at rocks dropping from 
above h or blasting them with 
their eye lasers which take 


CHASE HQ 


I f you've ever fancied cak- 
I ing the wheel of a Pars* 
I che and driving with com- 
plete disregard for the high- 
way code, now's your 
chance. Chase HQ is a bril- 
liant new race game with a 
difference. 

The player takes the role 
of a policeman whose job is 
to pursue wanted crrmrnals 
before they feave the city 
limits - and in this particular 
scenario, all the felons seem 
to own very exotic and fast 
sports cars, hence che need 
to drive a Porsche. 


the place of the rather use- 
less kick function. Endure the 
shower of boulders and a 
helicopter appears, which 
attempts to blast the heroes 
with machine gun fire. Here 
the eye lasers come in parti- 
cularly handy, since the chop- 
per explodes when zapped 
several times. 

After that the action re- 
verts to the first level, with 
tougher and morenumerous 
androids and robots, Jus^to 
break up che tedium a little. 
Spiderman makes a guest 
appearance and attempts to 
trap the Supermen in his 
sticky web. Otherwise, it's all 
basically the same. 

Considering the immense 
potential of a Superman 
game, Taito have squandered 
their licence. With two weak 
beat 'em up sections and a 
very poor shoot 'em up, Su- 
perman is both dull and re- 
petitive. 


When sufficient ten pences 
are inserted* the description 
of the wanted criminal and 
his vehicle is displayed, and 
Nancy from headquarters 
gives an audio briefing - the 
speech is crystal clear and 
sets the scene for the im- 
pending chase. 

The scene shifts to the 
familiar Out Run viewpoint 
of above and behind che play- 
er's black Porsche, and the 
action begins. The distance 
from the wanted car is shown 
and the objective is to drive 
down the highway as quickly 
as possible and sight »he vehi- 
cle before the timer runs 
down. 

When the target vehicle is 
sighted, extra time is added 
and the fun really starts. To 
stop the criminal from escap- 





trig. his. car has to be knocked 
off the road- The condition of 
his car is shown by a bar on 
the right which increases as 
hits arc sustained. The felon 
s no mug, and weaves ar.d 
dodges ramming attempts - 

To help matters, the Pors- 
che has three turbo boosts 
which are activated to send it 
screaming down the road, 
hopefully doing same serkjus 
damage to the target car. * 
When all three boosts are 
used up. the player has to 
^ely on the Porsche's max- 
imum speed until the next 
round, when another three 
are fitted. 

If the enemy car is dan> 
aged enough, smoke starts 
pouring from the rear, and 
only one more hit is needed 
to send «t skidding off the 
'oad. whereupon the Pors- 
che slews in front of it and a 
tinef scene 15 shown of the 
criminal being read his rights. 


Chase HQ 15 sheer bril- 
liance, and is one of the best 
arcade games I've seen in 
years. The action is incredibly 
hectic as the car is driven 
through heavy traffic and the 
offender is bashed off the 
road. There's oodlc of 
speech, with the co-driver 
keeping up a running com- 
mentary the whole time with 
comments like: "Hit him one 
more time", "Go on man", 
and "C'mon, let's get him". 
The atmosphere is enhanced 
further with a brilliant siren, 
wheih the co-driver slaps on 
the roof as soon as the 
wanted car is spotted. 

The graphics are what 
you'd expect of a quality 
arcade game, with convincing 
roadside obstacles, a feeling 
fo real 3D on other cars and 
realistic hills and bumps - 
personally I think it 
better than Out Run 

So, rf you're a racing 
track down Chase HQ and 
prepare yourself for one of 
the most thrilling and 
aefrenaiin-purnping drives of 
your life, 


* 

; fan, 




There are more Ninja 
games in the arcades 
than there are 
Wongs in the Chinese tele- 
phone directory, and most of 
them aren't much cop. 
However, Irems Ninja 
Spirit s an exception. 

It pJays in similar style to 
Ghosts *n* Goblins, a well- 
used but still popular format, 
but has sufficient new twists 
to lift it head and shoulders 
above most games. 

The plot is the usual old 
tripe about some bimbo 
who's been kidnapped by an 
evil person of disreputable 
nature and intent. Naturally 
this cad needs to be taught a 
lesson and the captive freed, 
so it's up to the player as a 
Ninja with a heart of gold to 
do the deed. 

The rescue bid starts in a 
forest, and the player does 
battle with the arch- villain's 
army of minions. Initially 
armed with a slicin' scimitar, 
extra weapons are picked up 
along the way by killing the 
enemy and picking up the 


glowing icons that are left 



behind. These extras are 
quite imaginative, and vary 
from a glowing force shield 
and fire bolts to bombs and a 
shadow, which copies the 
Nin|a's every move. 

The action is very challeng- 
ing, and creatures pop up 
from every conceivable posi- 
tion, making the first few 
games very short-lived affairs. 
Practice makes perfect, and 
once you're aware of the 
type of surprises the game 
offers, progress is made. 
Giant guardians attack at reg- 
ular intervals and are formid- 
able foes. Fortunately there's 
a continue play option for 
prayers with little regard for 
their budget- 
There are plenty of diffe- 
rent weapons to pick up and 
try, and the map is very large, 
offering plenty of scope for 
players to develop their ta- 
lents. The graphics are stun- 
ning, with excellent use of 
colour and some highly imagi- 
native sprites - my particular 
favourites are the camoufla- 
ged aliens that appear in the 
bows of trees and hurl mis- 


siles. The background scrolls 
in parallax, which gives a 
depth not usually associated 
with games of this type, and 
the look is almost film-like, 
such is the strength and quali- 
ty of the backdrops. 

Sound is also used to good 
effect, and there's a haunting 
soundtrack which ties in with 
the game play to create just 
the right ambience. Fven if 
you're sick to death with 
Ninja games, try this out. 




INJA SPIRIT 

(I rem) 







NINJA KAZAN (Jaleco) 


Although Jaleco 
attempted to spice 
this up with a wacky 
scenario and an R-Type style 
beam- jp punch, what they've 
produced is yet another in a 
long line of tired-looking 
Ninja adventures. 

The player takes control of 
Kazan, who for some inex- 
plicable reason has found 
himself in the Wild West, and 
guides him across horizontal- 
ly (and occasionally vertically) 
scrolling landscape- 
Within seconds of Kazan 
starting his mission, indians 
attack from all sides. Fortun- 
ately, he's capable of defend- 
ing himself with kicks and 
punches. He's also blessed 
with the ability to fire energy 
bolts. However, this man- 
leaves the black- 


a l to w.ng d, .tucker, to 
draw dangerously close. 

As Kazan explores the 
landscape, treasure chests are 
revealed which are broken 
open with a well-aimed kick, 
The booty therein is col- 
lected for extra points, and 
occasionally an extra weapon 
is discovered, which is picked 
up to grace the hero with 
shields or extra kick and 
punch power, 

Further on the indians be- 
come meaner, firing arrows 
as the time traveller 
approaches, forcing him to 
jump or duck as they sail past, 
Contact proves fatal and one 
of his three lives is forfeit. 

At the end of the level Is 
the obligatory guardian who 
requires repeated hits to kill. 
Then it's off to the next time 
zone to battle spear- 
throwing Romans in a situa- 
tion that's exactly the same 


the 


as the previous level bar 
ferent sprites and backdrops. 

Some arcade game manu- 
facturers seem to have come 
to a creative standstill re- 
cently, and Nfnja Kazan 
illustrates this perfectly. It 
does have an original storyli- 
ne, but it plays very much like 
the ageing Kung-Fu Mas- 
ter. The occasionally verti- 
cally scrolling sections where 
Kazan climbs hills and moun- 
tains add little excitement, 
and after a couple of games 
boredom sets in. 

The graphics, although 
competent, lack flair and de- 
tail, and the soundtrack is 
merely wallpaper, adding no- 
thing to the atmosphere. 
Looking at the arcade scene 
in general, it's obvious that 
there's the technology to 
produce some amazing games 
let's hope that companies 
like Jaleco come up with 
some ideas to match that 
potential, so we don't have 
to put up with predictable 
dross like this any more, 




OUR GAMES 

[ FOR THEMSELVES 


The evil Okira clan of space pirates have 
kidnapped your beloved princess Diora r * Ok * 
and are now holding the Empire to .^^■y : -::,-:,,:^ 
ransom , . ( 1 1 v 

You must search three planets to find your princess, and each 
one will be heavily guarded with highly trained Oktra warriors. 
Find the planet that Diora is being held on, destroy the pirates, 
and a fairy will grant you a single wish. 

Love and magic wil I help you win the day — you must not fail 
in this mission. Collect power points to recharge your guns and 
life-support systems as you battle through the planets. 


SOME: 005511 1 



I \* : The war is nearly over Your side seems to 

i have lost everything. But there is just one 

last chance to save the day . , . 
I you must battle your way through 3 
deadly missions, knocking out the enemy positions, until you 
reach the enemy's Headquarters. Blow up tanks, gun 
emplacements, and shoot down the hoardes of enemy soldiers. 
Your supplies are limited, so you must pick up spare rocket 
launchersand ammunition for your gun, left behind by fleeing 
soldiers. 



MAFDET 


AND THE BOOK Of THE DEAD 


AND THt 
It Of THE I 


MM 


The story starts in ancient Egypt The evil ws&sf <t* v^F- r « 
god, seth, has stolen The Book of the Dead y-^^^^^M 
and hidden it deep in the underworld. 

You are Mafdet, the cat Goddess ne 1 ' : -— i 

Revenge, who has been summoned by isis (the Goddess of Earth) 
to retrieve the book and return it to the Egyptian people. 

Collect amulets which will help you along your way; change 
between catand humanto helpyou pass some obstacles; sword- 
fight your way through mazes and dungeons; above all — FIND 

THE BOOK. 


3 GREAT GAMES FOR YOUR ATARI ST Of COMMODORE AMIGA 

SUPERB GRAPHICS, SOUND AND GAMEPLAY 

ONLY £14.95 EACH 

available from all good stockists or direct from, 

I— ICDRNZCDIXJS LTTD 

21 e A COLNEY HATCH LANE , LCD [VI O □ l\l N10 1EU 
TELEPHONE: <Z)1 -C3^E3--^S~7 , ~7' 


o 
z 


NOVEMBER 1988 ^°^Vjl 

COMMODOh? 



aSS pti ■ HfL &JS ■ DM 6.50 



WIN AN AMIGA 


OPERATION 
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SOLD! 

FOR JUST £6 

Yes, it costs just €6 to 

advertise your old 
computer hardware in 
The One 


Just fill in the coupon 
below 
▼ 

Couldn't be easier!! 

T 


CLASSIFIED COUPON 

All you have to do »s fill in the coupon below including 
your name 1 address and telephone number and send 
to; Classified Dept. The One, EMAP, Priory Court, 
30 - 32 Famngdon Lane, London EC 1 R 3AU . 
Maximum 30 words. Your advert will appear in the 
earliest possible edition. 


Name: 


Address: 


Tel: 


Have you Included the fee of £6,00? 

Make cheques payable to EM AP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to atier. reject or 
suspend an advertisement without assigning any reason, 
Advertisements are accepted subject to approval of copy and 
to the right of the Advertisement Manager lo alter, reject or 
cancel any order without explanation. The Proprietors are not 
liable for any toss from any cause whatsoever, nor do they 
accept liability for printers errors. The Advertisers shall 
indemnity the Publishers in respect of any claim, cost and 
expenses arising out of any libellous or maficious matter or 
untrue statement in any advertisement published for the 
advertisers, or any infringement of copyright, patent or design 
therein. The placing of any order will be deemed to be an 
acceptance of these conditions 
e. 
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INTERNATIONAL 
SOCCER STRATEGY 
AT IT S VERY BEST 







CLASSIC 


ffu &4#T5 ama*gst wftmxtrt 

From the Designer of 'The Double' comes . . , 

TRACK SUIT MANAGER 

The first ever football game with real match tactics. 

REVIEWS SAY 

Commodore l*g »VJ ■ ^ ^ 

sssvw ssi. ^ «** ^ 8/10 



Your Sircar says 
I'm amajed ai i** 5 o"* 1 
wl Hbe maOe*it»*W ■ 
dead tram the neck up 


WE SAY 


'"Sophisticated Match Play with ... Adjustable Team Furmalions * Free Kicks + 
Threw In's * OlfSiQtes * Individual Plaver Abilih&S * Goal Kicks * Corners * 
Penalties * Tackles * Fouls * Select Player for Sei Pieces' n Injuries * Booking's 
# Sending Off's * Suspensions * Substitutes * Heading # Genuine Penalty 
Shnoi Out in Quarter. Semi & Final Matches * Extra Time * 
Individual Player fr Team <Delen.ce, Midfield. Attack) tactics ... Defenses * 
Attacn^ig * Normal * Quick Counter Attacks # Zonal Marking # 

GOLIATH GAMES is a 'NEW Software House specialising 
in ... AD VANC ED ... INVOLVED ... O RIGINAL SOFTWARE. 

ORDER tVpW ... £9.95 Including VAT. Pius&Op p0 st & packing 


PLEASE SEND CHEQUES/PC TOr- 

4$ LOCKING ROAD 
WESTON-SUPER-MARE 
AVON BS23 3DN 
Q9>34 622538 


Tht ammfit mmmtt 

COMMODORE 64, SPECTRUM 



THE MAIN EVENT 


DEPT: ONE, 61 STAFFORD ST., HANLEY, 
STOKE-ON-TRENT, STAFFORDSHIRE ST1 1 LW 

Tel: (07821 261 544 


A ATARI 


® 


T 


GAMES FOR YOUR 
MACHINE AT THE BEST 
PRICES! 


ELITE 17.45 


WINTER OLYMPIAD 88 13.90 

XEVIUS 17.50 

THUNDERCATS 13 90 

GUNSHfP 17,50 

ALT REALITY 17.50 

STARGLIOER II 16.99 

SUPER HANG-ON 13.99 

ALT WORLD GAMES 13.90 

STRIP POKER 2 10.50 

WITNESS 13.90 

SUB BATTLE SIM 17.50 
D.T. OLYMPIC CHALLENGE 1 3.90 

ENCHANTER 13.90 

WARLOCK QUEST 13.90 

BI0NIC COMMANDO 13.90 

FORMULA 1 GRAND PRIX 13.90 
KARTING GRAND PRIX 6.99 


30% 
DISCOUNT 
CHART 


RRP 

5,95- 
6.95 

im 

8.99 
11.99 
12.99- 
14.99- 
15.95- 
16.96- 
17.95 
19.99 
2295 
24,95 
29.95 
34 95 


OUR PRICE 

4.19 
4.95 
5.59 
629 
9,99 
8.39 
905 
10.49 
11.16 

11 35 

12 55 
13.99 
16.10 
17.95 
20.99 
24.95 


N yau would lie my game 

For any conmfwlar not 
listed in our adwl pleas* 
deduct 50% Iron normal 
selling price is shown 
above, and send lo us 
Staling name and supplier 
al your essential together 
witti your name and 

address. 
Please- make crossed 
cheques payable lo- 
"The- Main Event". 
Stamp with your order, 
Although this Is not 
compulsory for Europe 
pleas* add Si.QO per Hem. 
Please elate make and 
model ol computer with 
game ordered c karly. We 

apologise lor any 
alterations or commissions 

since gang to press. 
A Division or Software City 


S.D.I. 
16.90 


STAR GLIDER 1750 

BETTER DEAD THAN ALIEN 1319 

BUGGYBQY 13,95 

OUTRUN 13:50 
SUPER CYCLE 


SPEEDBALL 

16.99 


SHACKLED 

1195 

BUREAUCRACY 

24.99 

G,F,L FOOTBALL 

17.99 

BASEBALL 

1759 

LEISURE SUITLARRY 

17.99 

STAR RAIDERS 

10.50 

STATION FALL 

21J0 

LIVINGSTONE 

I0S 

POWERPLAY 

13.99 

BOULDERDASH 

17.50 

WAR ZO N E'HR EBLA ST 

1250 

IKAHAI WARRIOR 

10,09 


FOOTBALL 
MANAGER 2 
11.50 




- INTFOQTBALL 

1199 

KINGS QUESTTRTMK 

17.30 

MASTERS OF UNIVERSE 

13.99 

KHKSHT 

13.9S 

CHAMPWATERSW 

ran 

LEADER BOARD 

17J0 

CHAMPSKHNG 

13.99 

LEATHER GODDESS 

21.00 

MACADAM BUMPER 

1750 

MEAN 11 GOLF 

2100 

TURB0G.T. 

11.50 

MERCENARY COMPIL 

17,50 

DIGIDRUM 

17.99 

MISSION ELEVATOR 

1199 

KARATE KID2 

17,50 

MUSICSTUDIO 

17.50 

LEATHERNECK 

1199 

NINJA 

6.99 

MOUSETRAP 

10.50 

WIZBALL 

13.95 

SCAD FIGHT 

1199 

WIZARDS SPAWN 

17.50 

COMPUTER MITS 

21.00 

WORLD DARTS 

10.50 

LURKING HORROR 

2100 

VENCh 

1195 

IQthFRAME 

17.50 

FUNTSTONES 

13-75 

HARDBALL 

17.50 


AUENSYNDR0ME 1195 

BIGK.B. 10.50 

BIONJC COMMANDOS 13.95 

BUBBLE BOBBLE 13-95 

CAHRIERCQMMAND 17,50 

COMPUTERMITS 2100 

EXPLORER 2UM 

FOOTBALL MANAGER 10.30 

GAUNTLET 13.95 

GUNSHIP 1750 

HARDBALL 17.50 

HUNT FOR RED0CT0BER 1150 

IMPOSSIBLE MISSI0N2 1195 

INDOOR SPORTS 17.50 

MINDFIGHTER 17,50 

0BUTERAT0R 15,95 

QIDS 13.95 

P. BE ARDSLEY FOOTBALL 1355 


HOTSHOT 
13.90 


PINK PANTHER 

1195 

PUTOON 

1355 

SLAPFIGHT 

11.95 

SOCCER SUPREMO 

13,95 

SOLOMONS KEY 

13.95 

STAC 

29.99 

STAR QUAKE 

13.95 

SUPER SPRINT 

1050 

TERRAMEX 

13,95 

TETRtS 

13.95 

THUNDERCATS 

1195 

UNINVITED 

17,50 

WEST EURO SCENE 

1195 

WINTER OLYMPIAD tl 

1195 


BAKERSTBEET 

t750 

BARBARIAN (PSY) 

1750 

1 1 ri*V 

BATTLESHIPS 

10.50 

BIGK.0. 

14,95 

CRAZY CARS 

13.99 

CRASH GAfflAT 

13.75 

CRYSTAL CASTLES 

1050 

FLIG HT SIMULATOR 2 

23.50 


HOSTAGES 
13.90 


RAMPAGE 

10.50 

PREDATOR 

13.99 

BOMBJACK 

13.95 

LAND TIME FORGOT 

13.90 

FOOTBALL MANAGER 

12.50 

SHANGHAI 

13.95 

TEE-UP 

1395 

SUN DOG 

1B.95 

1945 

13.95 

ARKANOTOII 

13.90 

G FtE ATGRAN D MASTERS 

13.90 


BARBARIANS 


13.90 


DT-0LYMP1C CHALLENGE 

13,99 

BI0NIC COMMANDO 

13,75 

DEFLECTOR 

1199 

GAUNTLET2 

1175 

BADCAT 

13,99 

CHUBBYGRISTLE 

1199 

MICKEY MOUSE 

13,99 

0IDS 

13.80 

SPACE HARRIER 

1175 

ZYMPS 

13.99 

ARMY MOVES 

13.99 

WHIRLIGIG 

13.99 



CEATURF 


I il %J possibilities 
for interactive en- 
tertainment ope- 
ned up by CD- 
based technolo- 
gies such as Digi- 
tal Video Interac- 
tive and Compact 
Disc Interactive 
are almost limit- 
less. Within ten 
years, games will 
be more like mini- 
movies, pro- 
duced, filmed 
and directed by a 
creative team 
and implemented 
on a computer- 
based system that 
uses CDs to store 
the game data 
along with digi- 
tised sound and 
images. 



GETTING 

INTERACTIVE 


Entertainment is only one applica- 
tion - educational, training and 
sales material can all be pre- 
sented using interactive CD-ROM 
techniques. What can you do with 
it?' is the kind of question about their systems 
that CDl and DVI deveiopers find difficult to 
answer - imagination will only be limited by 
commercial realities when it comes to 
putting together CDl or DVI programmes. 

Which system is likely to take over in 
1995? Uncertainty abounds - the electro- 
nics giants Sony and Philips have joined 
forces to avoid the VHS/Betamax fiasco that 
surrounded the debut of home videotape 
recorders, and have come up with a 
detailed standard for Compact Disc In- 
teractive. Very Irttle is available in the way of 
demonstration software at the moment 
however, and once-enfhusiastic CDl de- 
velopers are turning their gaze towards 
Digital Video Interactive, the baby of Gene- 
ral Electric. Other, yet to be announced CD 
technologies are no doubt in preparation, 
and only time will tell which interactive 
system will win out. Everyone is certain that 


one system will achieve dominance in the 
next ten years, however... 

So why has inrtiol CDl enthusiasm been 
tempered? If s not 'vapcurware' - CDl is 
definitely just around the comer - but there 
are some technical limitations which will 
corral the creativity of CDl programme 
designers once the hardware is out there in 
the home. CDl simply can't produce full 
screen, full-motion video of acceptable 
quality* becguse without compression, the 
digital data needed to create moving 
video on screen occupies vast amounts of 
space on CD-ROM. CDl encounters prob- 
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ferns with the data transfer rate - not only 
have you got to store a vast amount of 
digital information for each frame of full- 
motion video, you also have to shift it into 
memory at o prodigious fate. Compromises 
also have to be made on the audio side, 
with CDL Full Hi-Fi sound of the quality 
recorded onto audio CD disc occupies a 
lot of space, so sampling techniques need 
fo be used that reduce the fidelity of the 
sound and save space- Nevertheless, per- 
fectty acceptable soundtracks may be 
recorded alongside pictures and images. 

GDI will be great for assembling prog- 
rammes that don't require full-motion, full- 
screen video - reasonable quality full- 
motion video should bo achievable in a 
window which occupies about a quarter of 
the screen, and with a little ingenuity and 
the use of stills, some amazing programmes 
will still be possible. Working around the 
limitations of the medium, games designers 
should be able to produce some pretty 
damn impressive products - probably in 
the mould of interactive fiction a la Infocom, 
or mucVi^hanced adventures with sound 
and graphics in the mould of Magnetic 
Scrolls. Imagine what they could do r using 
the new technology to write an adventure, 
drawing on existing or specially -shot video 
footage... 

But there will be more to compact disc 
adventuring than pretty pictures and 
high-quality sound. For instance, CDI might 
allow the concept of Non Player Characters 
in aaventure games to reach new heights 
of sophistication - providing there is enough 
RAM in the computer working with the CD 
player in the CDI system. Skills of the movie 
director and musician will be combined 
with the talents of the adventure game 
designer and writer to produce interactive 
movies - imagine Mind Forever Voyaging 
with footage from Steven Speilberg - or truly 
demanding puzzle and problem-solving 
adventures which use animation to help 
you enter the gomeworld - Jlnxtex 
perhaps, with animation sequences by Terry 
Gilliam. 

Adventure games of the future, whether 
they are produced on CDI or DVI systems, 
□re likely to be mind-blowing even when 
they are compared to the cream of the 
current 16-bit crop. To get a taste of the 
future, Atari ST owners with £500-£1,000 to 
spare can connect an interactive laser disc 
to their computer and play Mlcrodeal's 
home version of the Dragon's Loir arcade 
machine. 

There's no joystick waggling involved in 



the Microdeal version of Dragon's Lair and 

in comparison to the arcade machine the 
action is incremental rather than flowing. As 
in the original you play the role of Dirk 
Daring on a mission to rescue a damsel 
and you watch th& cartoon action unfold 
on screen. Every so often Dirk encounters a 
problem, the action freezes and it is up to 
you to type in a few words, like grab rope" 
or 'Jump leff to telf Dirk what to do next. The 
command you type at the ST keyboard 
governs the development of the plot, and 
the laser disc scurries off and plays you the 
appropriate video sequence. More of an 
interactive cartoon with regular pauses 
than an aaventure, but an interesting illus- 
tration of the kind of games that you could 
be playing in a few years' time. 

Its available today, but unless you have 
pots of money or already own an appropri- 
ate laser disc player, you'd be wise to look 
but not buy - Journey Into The Lair is fun, 
but gameplay Is still simplistic and the 
appeal is unlikely to last for the more 
matutre gamester. Microdeal has no firm 
plans to produce further games tor their ST/ 
Laser Disc Interface system, so a heavy 
investment in kit isn't really justified by the 
novelty value. 

Electronic Aits, as you might expect of a 
giant American company, is actively 
researching the possibilities of CDI - 


atthough It believes that rt is the technology 
of the mid 1 990's, work Js proceeding 
apace. Greg Riker Is in charge of EA J s CDI 
development team which is working on a 
bespoke hardware and software system to 
exploit CDI technology, Using this prototype 
system, known as the Demodulator, the EA 
research group has already put together 
an in-house demo of Its capabilities in the 
form of an Interactive adventure' game. 
Using locations and people readily to 
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l esign And Decorate; shopping the 
DVI way will allow customers to 
view the lull range of products on 
offer from a retailer - interactively. This pilot 
application lees the users to arrange furniture 
in a room and experiment with the coverings. 


Geography and Sesame Street, two 
interactive educational applica- 
tions for the DVI system. 






hand - the development group personnel 
and the offices they inhabit - special video 
footage was shot and digitised for incorpor- 
ation In the demo. Ifs a simple game, 
stoning the staff, and the scenario sets the 
player the task of rescuing the kidnapped 
programmers. Moving a cursor around the 
screen you click an objects in order to 
examine them further, pass through doors 
and achieve vital game objectives like 
answering the telephone. A neat 
aaVenture/mystery/puzzle game, that illus- 
trates EA'S perspective on GDI... 

In Issue One r Bob Jacob of Cinemaware 
expressed his reservations about CDI - his 
company has already produced an in- 
teractive videotape game for an American 
toy company, and keeps a close eye on 
interactive technologies, Cinemaware has 
set up an entire department to evaluate 
and work on new media - the Interactive 
Entertainment Group headed by David 
Riordan. who co-designed Ballblaxer for 
Lucasfilm Games and designed Freedom 
Fighter, the coin-op laser disc game. 

Although he was Initially very enthusiastic 
about the future of CDI, some of Bob 
Jacob's enthusiasm has now worn off on 
account of the limitations the medium is 
likely to impose on a games designer. DVl, 
with its ability to decompress compressed 
sound and video information in real time is 
more sophisticated, allowing over an hour 
of good -quality, full-motion video, accom- 
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us, interactive entertain- 
ment that will be produced 
on CDI should make all of 
today's bestsellers look like 
Pong/' 

Bob Jacob and David 
Riordan, Cinemaware 



panied by sound to be stored on a single 
CD. It Is currently considerably more expen- 
sive to produce a DVl player - first you have 
to buy the PC, and then the boards 
containing the DVl custom chips, the heart 
of the DVl system, add thousands to your 
bill 

The technology behind DVl is still being 
I refined, but General Electric has worked 
with leading software producers and cre- 
ated several DVl pilots that show off the 
potential of the system for a variety of 
applications. Design And Decorate, a 
point of sale system aimed at the furnishings 
and fabric retailer is an interactive cata- 
logue that allows the customer to input the 
shape of a room and then play interior 
designer. 

Selecting from a catalogue of items, the 
customer can place furniture in the on- 
screen representation of the room at home, 
move objects around and even select 
different fabrics and wallcoverings for the 
'furnished' room. Shopping for furniture the 
DVl way means that you can see how 
things are going to look before lugging 
them home and moving them into place.. 
Unfortunate colour clashes become a thing 
of the past.., 

Clearly, browsing through an interactive 
catalogue is an interesting way of shopping 
and the technicfue could be applied to the 
benefit a host of High Street shops, from 
travel agencies to department stores. Once 
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the interactive players are in a tot of homes, 
mail-order giants such as Kays and Little- 
woods will be able to dispense with their 
three-inch-thick printed catalogues and , 
send CDs through the post. 

In a flying or driving simulation, where the 
'player' needs to have unrestricted freedom 
to travel over a landscape or through an 
environment you si m pry can't capture real 
video for all the possible views from the 
cockpit. Some environments, such as the 
inside of the human body or fantasy sce- 
narios such as the one in Dungeon Master 
are impossible to film. With DVl r 
photographically-captured textures may 
be mapped onto computer generated 
scenery, producing a remarkably realistic 
simulated environment 

Activision worked with General Electric to 
produce e flight simulation pilot tor DVl. 
Using a real photograph of o WWII Spitfire 
cockpit for the player's view, and Incorpor- 
ating sounds recorded in a Spitfire, in 
Activision's demo, the DVl pilot flies over a 
simulated English landscape - and the level 
of realism approaches that of some of the 
megabuclc professional flight simulators, 
Using a combination of actuality and fan- 
tasy, DVl games could take the player into 
wholly-believable environments which 
have the visual impact of a feature Aim. 

Activislon/Mediagenic is taking a tern- 
porary back seat on the development of 
DVl product for the time being, however. 
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Bruce Dovies, President and Chief Executive 
Officer of Mediagenic is clearly proud of 
the flight simulator demo .his company 
produced for DVl and sees the future 
importance of a CD-based interactive en- 
tertainment medium: "CD ROM is here 
today, while DVl is mid-1990s technology - 
when It happens, we'll be there." He is less 
confident about the future of CDI: "we're still 
developing product for CDI, and won t 
abandon it, but the odds are against CDI - 
CD-X will be important, but no-one's quite 
sure what that X will be." Away from future 
technology, Activision/Mediagenic is about 
to release an enirertainment product that 
uses the Macintosh HyperCard system. Cal- 
led Manhole, the game will be available 
on CD ROM by the end of the year, and 
could well make its way to other formats,.. 

CD ROM Activision argues, presents a 
powerful enough creative challenge to be 
going on with, and the hardware and 
system software is already available and 
out there, bolted on to existing computers. 

"Training and education are probably the 
I applications which will launch DVl and 
CDI - the capability of the system to 
combine high-definition graphics with full- 
motion video and a commentary, all in an 
interactive 'progress at your own pace' 
tutorial programme is ideally suited to 
teaching people. Companies and institu- 
tions who need to teach people r can afford 
to buy the CD equipment while it is still too 
expensive for the home user. 

In the DVl automobile repair pilot far 
instance, the student can see and hear an 
explanation of the removal of a fuel pump 
and then examine and manipulate a mod- 
el of the fuel pump in another section of the 
screen. The student can also move to 
another part of the application to select a 
catalogue of parts or to access information 
on the models of fuel pumps available and 
their cost. 

Educational programme pilots aimed at 
school-age children have also been pro- 
duced on the DVl system. Palenque is a 
stunning exploration of an ancient Mayan 
site, and is perhaps the most impressive 
demonstration currently available. Using se- 
quential still photographs, the view as you 
walk through the ancient site is presented 
on screen, with a new picture appearing on 
the screen each time you take a step 
forward - the effect is just like walking 
through the jungie. The user can zoom in on 
an area of the view, taking a closer look at 
a building or artefact ond then call up 
further information from the mutti-media 
database included in the programme as a 


'museum' which can be 'visited' at any rime. 
A snapshot facility allows the user to take 
'photographs' during the visit, and store 
them in an album as a souvenir 

A human guide escorts you during the 
visit, and can be called onto screen to give 
a commentary on what you have just seen. 
To round the whole educational adventure 
off, there is a section where, the user Is 
invited to play a few simplistic games which 
help to convey aspects of Mayan culture, 
such as the workings of a heiroglyphic 
written language. 

Using Palenque is more like playing a 
game than following a course of study, and 
makes the David Attenborough style of TV 
documentary into an interactive game as 
well as an interactive learning process. 


of boards that slot into a standard IBM AT or 
compatible, which already has a CD ROM 
drive - in a sense, the computer then 
becomes a peripheral to the DVl chipset. At 
the moment, a DVl system looks likely to be 
considerably more expensive than a CDI 
system for some time. DVl will have to make 
sales in the corporate and commercial 
sector before volume production albws the 
price fa fail, and DVl to become an 
affordable commodity for the home user 

The first close contact most computer 
game players wilt have with fhe new 
interactive technology is likely to be in fhe 
arcades or the High Street - unless you are 
a high-flying corporate executive signed up 
for advanced training courses or a member 
of one of the armed forces on a program- 
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Palenque, an educational explora- 
tion of an ancient Mayan site. This 
DVl pilot was produced by Bank 
Street College of Education, 

Using a parallel approach to the one taken 
in Palenque, exploring a fantasy scenario 
such ds the one in Dungeon Master would 
become a real experience and the player 
would have to suspend very little disbelief... 

CDI, in the Philips/Sony incarnation is an 
expansion on the audio CD player, a 
superset of the technology intended as a 
stand-alone item of domestic equipment, 
like a video or Hi-Fi stack, CDI is not meant 
to be a computer peripheral, like its cousin 
CD ROM. 

Accordingly, CDI programme makers are 
likely to be appealing to the mass market 
fhe people who watch TV sitcoms and 
Eastenders rather than the dedicated 
minority of computer game players. DVL on 
the other hand, is being developed as a set 


me of simulator training. In the early days, 
both the hardware and software are going 
to be prohibitively expensive for the indi- 
vidual user, and early applications will be 
produced for people who can use them to 
make money - to increase profitability by 
selling more goods, training staff or en- 
couraging tfte likes of you and me to put 
more coins in a slot 

I ike CD ROM, interactive systems basea 
Ljon CD technology will take a while to 
make its way into the home. It's 1988 and 
Boeing are about to take delivery of their 
757 maintenance manuals from Pergamon 
Compact Solution - if s going to be a good 
while yet before you can afford to take 
delivery of Encyclopedia Britannica on CD, 
and even longer before you're playing CDI 
games on the telly in the front room, even 
with Atari's promised CD drive... 
The wait is going to be worthwhile, 


Vour que/t i/ inter/tellar wealth 
and to hell with.glory 
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The universe stretches before you, 8 million worlds await your exploit at Ion, Unimaginable wealth is your destiny 
if you can master the art of Interstellar navigation, hamesithe intricacies of the photon drive and repel the deadly 
space pirates. Forget the medals/ forget the honours, forget the glory. As a membei ul the Federation ot Free 

Traders you live for money and will probably die foirf^s 



^^^ ^^^ 



OF FGSS T2ADSC5 


Eftlt EdH lib* tuffMl f 41 • 
E1MK <fil*> E>a*a di»c filr 

Lose- <Nla) Load fra* disc 

SAVE <f»la> ftava ta disc 

run Rvfl th# pr-M t rwmm 

L.»T C 41*1 09 tha di*c 

NEW Clear tha buf far 

JNIT Initial laa diu 

NET Hook up ta Catnat 



ships VJav ahip library 



ATARI ST /AMIGA 


KM 


1 Scircn »hol» Iroitt 4lari *T >crs+n" 
111 I 'STIUnort: It UK VU>KH» JO*tV 

Gremlin Graphics Software Ltd.. 
Alpha House, 10 Caner Street. 
Sheffield St 4FS. Tel: 0742 7554 23 


=: 


> 

: 
z 


L 


\ TOP HITS 

IN THIS SPECIAL 
j PACK FOR YOUR 

tfe* ATARI ST. 



TH| STORY SO FAR The evil sorcerer 
Drai hji sworn to wreak doom on the 
people at the Jewelled Crty unlets 
Prmcet 1 Minim it delivered to him IF 
« champion can be Pound who i> jhlr 
to dftrjt drmom: RUa'rJiani (h(- 
P-fincett will be relrated From the 
wasteland* comet an unknown 
bjrbjnjH wielding hit broadlwuril 
with deadly \1iiU tjn hr tree Ihr 
Pr.rHrtt' DHtV YOU CAM SAV 
C ►'Jf*- # Wl*in 


ti ... ue racing in ihe world s ;r.wifi' 
race The Amenc*n Cron Country 
Pretlige Cut ftut. Thlt race it over 

three tricks throughout thr UmtrtJ 

Statet Com pi the ra.ee before the 
lime run) put to |tl 4 filter car You 
MH wrth 4 PORCH! 911 Turbo and 
only Ihe best drivers may drive a 
FERRARI GTO' 

C C rUy Can lilvtand the filvt i&f> 
are 1 r«tf* marks of Titut SoM * 


Crab your way through Chicago ponth 
up New YorV and jump on San 
Francisco Three indescribably nasly 
character! which bear a remarkable 
hkeneti to Kmg Kong Codirlla and 
Wolf- Man, on 1W days of deil ruction 
through 50 d'Wer*n| CM bet. 

TMi C IfMdityUtdwJtVFCi Co ** nghh 
iew *e<l Act«vtt*M» int 


Hated on 1hc popular a'cade cenn op 
ENDURO RACER detcribed at THE 
BEST COIN OP CONVERSION 
AVAILABLE (Popular C i>muHjt in t 

Weekly), from tarma< tricks to desert 
Uailt a stunning motorbikr race 
pitting you against time at you 
compete with deadly opponent* and 
Ihe cruel and challenging terrain 


FHE VERY BEST IN 

Ot r.,n Software limiled 6 Central Street Manchttler M2 5NS 



The evil Zark hai rendered all 
I and tea pei, drab and grey Willi Ihe 
help of your faithful tenant Catefrle 
rettore Wii-world to rlt former glory 
Colled ►eoni for special effects at you 
manoeuvre to shave r>M Ihe alien 

'orces Stunninir griphrc^. CfCalr (tie 

mood lor a thrilling and compoltive 
game with hordes o1 hidden tratures 
and mlr.i controls 


ST ENTERTA1NMEN 

Telephone 061 832 6633 Tele*: 6*9577 OCEANS C F*x: 061 834 


